a * EURO P A 4/5 Mid-January 1975 


~ 4/5 * EUROPA is an European zine, aimed at the military hobby 
* field; it is especially interested in Conflict-—Simvlations 
(CoSim) games -— Board Games, Diplomacy, Fantasy/SF/¥W, Mi- 


“e * i niatures — but will inform also about related subjects oc- 
casionally (Collector's items, Books, etc), and Adult ga 
mes. 


It is edited, typed, produced and mailed by Walter Luc Haas (Switzer- 
land); regular columns are written by Don Gray (UK), Jack Greene (USA) 


Michel Liesnard (Belgium), Enrico Manfredi (italy), Rian van Meeteren 
(Holland), Leo Nichorster (Germany). 


SUBSCRIPTIONS: 1 number = SFr 1.60 (postage-fee to Continental Europe 
and UK included); US-sea: 1/SFr 1.60, US-air: 1/SFr 2.80,—- Multiplay 
with number of issues you want to get; minimum: 5 issues = SFr 8,-; 

a normal issue has 32 pages, though there normally is no normal issue. 
Next issue should get mailed in March, 


(Exchange rates per Jan 15; subject to changes: Zl = SFr 5.70, $1 = 
Sfro2;50, DM Tie = SFr L068, ete), 


MONEY: You may use the postal-moneyorder system (I have a giro-account 
which should make it possible that you may send the money without get-— 
ting charged), or send cash (any currency); no chegues (neither bank, 
nor UK/US~postal-money-—order cheques) (excessive charges!).-~ Postal- 
giro~account: Walter Haas, Basel 40-61365 (Switzerland). 

LETTERS: Walter Luc Haas, Postfach 229, CH-4018 Basel 18, Switzerland. 
Please, add IRC (Int Reply Coupon) for answer: one letter doesn't cost 
much, but several each day... thank you! (For visitors: new home—addr: 
Spiegelbergstrasse 18, Basel; phone 35 94 31). 

COPYRIGHT 1975 @) 


CONTENTS 1 Imprint, Contents.-— 2-8 Editorial.-~~ E-DIPLOMACY: 4 Multiple 
Worlds (Calhamer).- 8 Ego-Maniacs (Nye).- 10 Dippy—Zines (Nye).- 12 Dip 
py Zine—ism.- 18 Dippy-zines/Hobby—journalism (wlh).- 14 Variant Banks. 
15 Dippy news.— E-FANTASY/SE/Wy: 17 Dungeons & Dragons (Gygax).- 18 
Tact Studies Rules (Gygax).— 20 Fantasy news.— 21 SF/WW news.-— 
22 Helm's Deep (Ehlers).—~ 23 Alien Space (Borjesson).— 24 Triplanetary 
(Baschek); Rigelian Wars (Ehlers).- 25 SF-games.—— E-MINTATURES: 
26 Wehrmacht, Inf Bat (Niehorster).— 27 Miniatures (Niehorster).— 29 
Miniatures (zines).-- E-NAVAL: 30 Wolfpack (Ammann).— 31 Op & Info, — 
Wolfpack; WP units/history.-— 83° Fletcher Pratt (Sayre). 634 Naval News. 
35»Naval Mini Reviews.- 36 Seastrike Design Giese) 38 Naval (Sayre). 
E-MULTI-PLAYER/COMPUTER: 39 Multi-Player-games (Patterson).~— 40-MP-ga- 
Ines (wlh).- 41 Battle Plan (Moran).- 42 Computer games.—— as 
E-COSIM: @8 CGC/GDW Interview.- 45 RiFle-Musket Design (McDonald).— 
46 K-M, seen 4 (McDonald).- 47 RM rules (McDonald) .- 48 Re: R-M (McDo- 
nald).— 49 ie: R-M, DNO, WITE.- 50 Dunkerque 40 (Manfredi).-— 51 Seeld- 
we (Jeffery).- 93 Op Olympic (Straus).— 54 VieWfrom Isla Vista (Greene) 
58 Srd Millennia Games (Ammann).- 59 Op&Info.— 62 Alexander? (Gygax}.- 
64 Alex, Rule-changes (Gygax).- 65 ETO (Oleson).— 67 Third Reich (van . 
Meeteren).- 69 3h, WW2, SPI (Pulsipher).-— F-DISCUSSTON: 70 SPi-Hating— 
Club¢- 74 Zine-Confederation? (wlh).- 15 Zine—ism (wlh).—~ 77 ISB; “s#- 
Awards.— 78 Gaming Clubs (Pulsipher).~ 81 Europe/Future (Lindner) .-82 
He: USARKUR (Crighton).—*83 Humour? (Hofmann).— 84 Adult Games.— oo 
Probability (Sundstrém).—- 87 Matrix—Chance CRT (Sayre).— E-SERVICES: 
88 Paraphernalia (Oleson).~ 90 Aids (Sayre).- 91 Set-ups (Straus, Lies~— 
nard.— 92 Variants (Gray); Back—Iss (wlh), Grid—Coo.- 93 Ludography.-— 
94 CoSim/Eu; Italy (Manfredi).- 95 Cons.— 96 News.— O97Zines.— 100 Help 
LOL Capsule Biographies.- 105 EB-Mailing-List.— ((107 Scandinavian Ad | 


dressList; provisional; not included) ).--- *E-MISCEL>: 83-87 
oe LAST NUMBER OF YOUR CURRENT SUBSCRIPTION IS GIVEN HERR: 
'(T=Irade, C=Complimentary, t=Money not arrived yet! 


Tt | ¢— 


E 4/5, page 2 EDITORIAL 
KHKK KK HK KKH KH HK HK KK HK HIKE AK KKH HEH AKA KKK KKH IH SIK HII HH 
Dear Friends ~ and you really are friends: I got an overwhelming amount 
of letters, contributions, friendly comments, good advises, stamps, 
subscriptions last not least: thank you, really! : 
Having mailed 555 copies of E 3, there is no copy left. Actually, I ho- 
ped to get even some more subscribers after all the sample copies ['ve 
sent, and by all the good reviews I got — but some copies might not ha- 
ve reached their aim (poststrike in F, postsituation in I), some of 

the players might just be too lazy, in some countries it seems to be 
difficult and expensive to transfer money, some might not need or just 
not like E — and some probably are not prepared anything not produced 
in their own country... 3 

I need your help now: help me, help us to get more subscribers, It's 
obvious that I can't afford to send any sample-copies of this.issue... 
And, ca 380 of you should renew their subscription: I hope they will do 
so ~ and I would appreciate, if they would do it soon. Thanks! 


E 4/5 is a monster-issue. Sorry. But, reconsidering the whole issue I 
have typed now, I don't find more than 10 pages of which I am not sure 
that they could interest the one or other of you... Of course, probab- 
ly nobody will like the whole issue — but I hope you like a big part 

on tty 

You got now 156 pages within ca two months - instead of the promised 

24 and 32 pages... I hope you agree that this one will be counted as 
double-number. Once again I hope that the next issue will be a "nor- 
mal" issue {or that I get some advertisers or Maecenas...) ~ on the 
other side, I also hope that a lot of you write as fascinating letters 
and as excellent contributions as up to now... and then... well, we'll 
see, 

Going through this issue, you will see that we have got a lot of con- 
tributions of the same players who also write in the big zines - I ho- 
pe they all will continue to contribute to our zine also; we need and 
appreciate their experience and their help really. 

I also hope that our European readers will go on to contribute, even 

if the have (as myself) considerable language problems, even if some 

of their opinions and judgements might be wrong, even if their experi- 
ence should be much smaller and if their articles might mot always 
reach the level of the ones of our American and British writers: 

I think the mixture of both kind of contributions is just what we need, 
and it is also one of the points differing E from other zines. 

Another one is, in my opinion, the kind of personal touch: more and 
more I (and maybe you to) get the feeling to really get to know some 
of you — just by reading their articles, their letters. . 
106 pages & the envelope (which I have to use by postal rules) just 
-make 250 g —- an additional page would have cost me an additional pos- 
tage fee. Therefore, again, not everything I wanted could get publish- 
ed. Only some short notes about Adult games (again, I know...) e.g. - 
sorry for all the missing things. ee oo 

I only shortly mentioned the Con in Brussels. But all of you got. issue 
3, and those interested got the Con-report. So - I didn't want to re- 
peat ~ but I think the Con is very important for us: if you still’ did 
not write Miche] Liesnard that you intend/plan/hope/will participate, 
then do it Now! 

SPI gets discussed very often in these pages: let me state clearly that 
Loam NOT anti-SPI, though I don't like everything they did, they do, 
and they plan to do. The reason to discuss SPI-problems so much should 
be clears SPI just IS the most important game~publisher - and therefore 
their policy, their ideas, ete are equally important for’ the whole hob- 
by. = 

Most of you will mainly interested in one or two sections of this issue 
(and of our hobby). May I suggest that you nevertheless read at least 
Some parts of the other sections also? Not only because you will find 
problems and material concerning the whole hobby in each single s@ction 
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but also because it is really interesting to note what kind of ideas 
you may find in the other sections of the hobby. I hope you agree 
with me that these different sections, i.e. the variety of E, should 
be AUS ae if ever possible (depending on your contributions, of 
COUBSE Ta) 


Thanks also for the compliments in your letters and the reviews and 
plugs in your zines. Actually, I don't deserve most of them: those 
writing letters, articles, etc are the ones who really make E what it 
is. 

On the other side, to see that you like H, that you are interested in 
the problems discussed herein, and that you agree with my opinion 
that E could be important for the development of the hobby — all this 
helped much. There are times, there are days and night, where I real- 
ly needed this kind of support also. 

By your cooperation E has ~- I think - reached now a certain level, a 
rather good one I think for an issue 4/5 (I may say so, because this 
level got really reached by your contributions only). But now we shall 
have the problem to keep E going, but also to maintain this level ~ 
at least. This also will be up to you ~- and it will not be easy... 


Please, take this whole zine as my letter to you also. I shall not be 
able to write letters within the next weeks: 

Some days ago (I just had a little bit more than a dozen of the sten- 
cils of this issue typed) we got a phone offering us a flat which we 


wanted some years ago. We had to decide very fast - and now, we shall 
move February Ist... This means that - after having produced, sorted, 


and mailed this monster here ~ I have to pack (especially 140 metres 
of books and bookshelves, two big doll—houses with a lot of mini—fur-— 
niture, some collections — stamps, games. — and all the thousand other 
things of a normal household ~ which despite the appearence we never- 
theless have)... and afterwards, of course, I have to get reorganized 
again... and all this additionally to some other things I have to do. 
So, please, don't hope much on my replies ~— and write nevertheless, 
and I wouldn't mind, if you would write twice or more times before 
you get my reply. 

I am certainly waiting impatiently for your comments: about the issue, 
about the several problems discussed or mentioned, about games, about 
- you know: everything which could interest me or others. 


It's a custom (or it seems.to be one) in the USA (and now in the UK 
also) that hobby-friends use their Christian names in writing each 
other. I know this is much easier in English than in our continental 
languages; and I know that several nationalities have different opi- 
nions about this and are much more reserved ~ but maybe it will be ac- 
cepted anyway of you that we Continentals also use at least our Chris- 
tian names in writing each other. And I personally don't mind to get 
theed and thoued. 


Several other points i wanted to mention you'll find scattered in the 
whole issue. I hope you'll find them. (Actually, I tried hard to get 
this issue as well organized as possible, I hope it shows...). 


One last point: I only will produce a limited number of copies above 


the ca 150 which I shall mail this time. If you know of somebody who 
would like to get it also, tell him to subscribe fast. 


That's it -— now comes the dull part: I have to mimeograph these 106 
pages, have to sort and mail them. I hope it works the, way it should, 
And I hope you'll get your copy soon. Today is January 15 


eoao6 


Me in? 
May I hope to hear of you soon again? Yours Tae eee Gn 


NB: Please, re-subscribe soon, and look for other subscribers also! 
Whether we move, my postal address doesn't change} 
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MULTIPLE WORLDS, AND THE APPEARANCE OF AN IDEOLOGY, IN THE GAME OF 


DIPLOMACY (by Allan B Calhamer, USA) 


(wlh: For those not knowing it: Allan B Calhamer invented the game 
"Diplomacy"; for the history of this invention of a game: cf "Games & 
Puzzles" 21, p 9: "The game was completed in 1954" ... "In 1959 I had 
500 sets manufactured on my own capital, after major companies rejec- 
ted the game. Manufacture of the game was transferred to ‘Games Re- 
search Incorporated in 1960" ... "Postal Diplomacy was begun in 1963 
by Dr. John Boardman".)(All rights of the following article by author ) 


I. Measure, Counter—Measure, and Counter—Counter—Measure 


Be AE er OE eg Oe ee Oa eee 

Years ago, when I played face-to-face "Diplomacy" frequently with the 
same small group, two of the players began the practice of allying 
with each other in every game. With the other players allying here 
and there according to no set pattern, these two players obviously 
had an advantage, since, in the event that a war developed at uneven 
odds, they were far more likely to be on the long than on the short 
side of the odds. 

Of course, the pattern in their play was noticed after a few games, 
It was then quickly mentioned to all the other players at the start 
of a game. The remaining five players then swarmed the offending two 
and knocked them out, after which their play returned to a more near- 
ly typical pattern. 


On another occasion, a iviend of mine and I made a personal alliance 
to extend over all our games. We then considered all the possible com-— 
binations of countries we could draw (for countries were always assig-— 
ned by chance, as per the rulebook, in those groups). There are 21 
such combinations. We decided that nine of the 21 combinations lent 
themselves to the particular chicane we had in mind. For each of tho- 
se nine combinations, we devised first moves which would get the two 
countries off to a good start as allies. Using these moves, we not ci- 
ly always had a good alliance, but were relieved of the necessity of 
negotiating it. We usually went out together, for appearances!’ sake, 
only briefly at the end of the first negotiating period, and someti- 
mes came back in looking angry. 

I do not know whether the crowd sensed the pattern or not, but they 
were pretty good players, and about the third time we used this "su- 
per-—alliance", as we ealled it, we began to run into tough resistance 
on every front. Finally the other partner decided that I must have a 
"super—alliance" going with someone else on the board, conflicting 
with his; which notion was wrong, but in any case he spilied the beans 
and the "super—alliance" came to an end, 


In a sense, one might regard alignment and realignment based upon po- 

sitional considerations as the MEASURE, the permanent alliance as the 

COUNTER—MEASURE, and the swarming of the permanent allies as the COUN- 
TER—COUNTER-—MEASURE. 

It is then apparent that the succession of measure and counter—measure 
need not stop at any given point; but there is hardly any need to de> 

velop and prepare highly sophisticated counters, where there is litt- 

le likelihood that one will be faced with the corresponding measures. 


The evolution described above occured in face-to-face groups, where 
the same-or nearly the same seven players played in one game after an- 
other. Such an evolution is not likely to occur in postal "Diplomacy", 
where there are many players in the pool, and a player does not play 
with the same opponents so often. 


Ii, The Appearance of an ideology 


A result similar to that of the permanent alliance can nevertheless 
be arriwed at in Postal Diplomacy by developing a group of players who 
will continually ally with one another, large enough that two or three 
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members can be expected to appear in each game. It is hard to assemble 
such a group, and hard to assemble it secretly. However, an ideology 
which has the effect of assembling such an ingroup. will also carry 
with it all the advantages of such an ingroup. 


Thus it is not so strange as it seems at first glance, that a game as 
abstract as "Diplomacy" should give rise to an ideology. 


The adherents to this ideology apparently hold as their major princi-~ 
ples, that alliances should not be violated under any circumstances, 
and that they will not ally with any players with whom they have had 
unfavorable experience in this regard,. They will thus gravitate into 
alliance with each other, and they prefer to ally with each other any- 
way, aS some of their letters have indicated. It is obvious that many 
games are necessary in order for this ingroup to develop. They must 
proselytize; they must build up a file of experience on other players; 
they must adhere, at least to a degree, to their ideology, themselves, 
as a confidence builder, in games in which they could do better by 
discarding it or holding it in abeyance. They must lose this game, to 
“Win that. 


_This ideology then requires multiple worlds, that is, many games in-~ 
cluding overlapping personnel. It is, of course, subject to the cri- 
ticism on grounds of realism that the nations fighting the First 
World War did not have the option before them of losing the first ni- 
ne in order to win the next six.‘ 


III, Certain States into Which the Competition may Fall 


Let us first consider two simple states into which the competition 
may fall, depending upon the attitudes of the players toward the ide- 
ology just described: ~ 


STATE I: All the players generally treat all agreements as void when 
no longer appropriate to the situation; or, in other words, they 
I"stabtt, : Q ; : 

[STATE If: All the players strictly adhere to any agreements they ma- 


ke. 


Now first of all we note that in NEITHER of these two cases does any 
player have any advantage over the others, based upon the given facts 
alone, since they are all playing the same way in each game. It Shit 
of course, true, that this player may feel more at home in State 1 
while that player has had more experience or done more thinking in 
‘State Il; this player may enjoy a State I game more, although he does 
better in State II games, while State I games drive that player up 
the wall, although he loses his State II games, and so on; ‘but all 
these situations require new facts, frequently of an arbitrary, eva— 
.-fescent, or complicated character. + 


The only State we will consider which does not make use of multiple 
worlds is State I. Conceivable a hundred games of State I could be 
played by the same group, the play in each game being in no way de- 
pendent upon the course of any previous game. However, it is not li- 
kely that any group will play State I games continually, because, for 
competitive reasons, sooner-or later the permanent alliance, in one 
of its guises or another, will arise, carrying the competition into 
State iis 


‘|STATE III: Certain players adhere strictly to the agreements they ma-— 
ke, and others do not; those who do, so nearly as possible, making 
-jagreements only with each other. 


In this State, it is quite obvious that the players of the CARTEL, as 
I shall call it, have the advantage over the other players, just as 
they did in the face—to--face situation described earlier. 
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This situation must be regarded as intolerable by sensible players 
outside the cartel. One obvious corrective effort, by analogy with 


the action taken in the face-to-face games, might be expressed as Sta-— 
te IV: 3 


STATE IV: Players threatened by the cartels of State III form cartels 
of their own for the limited purpose of defeating the cartels of Sta- 
aura LIES 


To the argument that still a cartel results, of course, the answer is 
that that gage was thrown down by others, and this may be the only 
way it can be picked up. 


IV. Cartels and Stabs 


, Stabs and Cartels 


Players attempting to develop an anti-eartel cartel might find them- 
selves cast in the role of defending the "stab". It must be remembe- 
red that, the other side of the coin to the "stab" is the cartel. 
Players defeated by a "stab" sometimes become violently angry, appa- 
rently because the stab is quick and abrupt in character. It is also 
hard to conceal. The evil of the cartel is not so obvious. I have re- 
cently been defeated by a cartel; it was six or eight moves before I 
learned, rather by accident, that the cartel members were regularly 
photocopying and exchanging my diplomatic correspondence. The game 
might easily have been played through without my ever learning that 
fact. 


It should also be borne in mind that there has been a great deal of 
propaganda against the "stab"; hardly any against the cartel. Need— 
less to say, some, though by no means all, of this propaganda has 
been generated by the ideologues, in the course of developing their 
cartels. The result is an unfair picture of the relative disadvanta- 
ges. Would you really rather be beaten by a cartel than by a stab? Is 
there any more advantage in winning through a cartel than through a 
Stab? 


I must be remembered that the "stab" is permissible in this game; jud- 
ging by some of the attitudes I have encountered, I have almost begun 
to wonder if it was against the rules. It would be possible, though 

to no purpose, to drive the rook move, say, out of chess, by refusing 
to play with anyone who moved his rooks; eventually, given only suf- 
ficient popular support, the variant thus created might conceivably 
shoulder out the original game. 


What usually happens in a State I game is that the players play with 
a small reserve, either a unit or two, or sometimes only a unit moved 
conservatively to do the double duty of reserve and front line. The 
basic idea is to make the "stab" unfavorable by being able to delay 
it, until, hopefully, someone will hit the aggressor in the rear. So- 
metimes circumstances compel the player to commit pieces he had in- 
tended to use as reserves; then, of course, the likelihood of a 
"stab" goes up, but, inasmuch as it was enabled by the whole histori- 
cal development of the game, it is understood and accepted by the 
victim. 

One reason cartel players have the advantage in State III games is 
that they can put everything they have into the line from the very” 
Start, not bothering with reserves. In a single, isolated game, they 
run the risk of a bad "stab"; but by developing a class of players 
faithful to the ideology, they are protected by the fact that their 
fellow member will not break the cartel, since he wants to be inside 
it in other games. 


Some players, of course, including some who read this analysis, may 
prefer to follow the path of the cartel. It should be borne in mind 
that the cartel has certain other problems. If there are, say, three 
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players in the cartel, and they get off to a good start, it will soon 
appear that one of them has the best chances of the three, and another 
the worst. Now if the lesser two, as bound by the cartel, continue to 
cooperate with the leader, they are thereby sacrificing, as a practi- 
cal matter, all their winning chances; although, if they coalesced a— 
gxinst the leader, they might have winning chances. It is probably 
true that they, in return, enhanee their drawing chances. It may be ar- 
gued that a three-way draw is a respectable finish in.» seven-way game. 
Players who preferred State I or State IV might say that. a fighting 
three-way draw was respectable, and a cartelized one was not. 


Some cartel players also appear to want to justify some of their deci- 
Sions on an ideological basis; notably their decision to turn upon and 
eliminate some one of the outer circle of their allies, who has not 
violated the ideology by "stabbing", but who, since he is simply not a 
member of the inner circle, will be the next to go, anyway. Here they 
have relied upon two minor points of ideology. 

One is to make finicky hairline distinctions concerning what was actu- 
ally agreed upon. Another is to cite any tactical slip by the victim 
as the excuse for attacking him. This latter is interesting, in the 
annals of excuse-making, because there is nothing else in the ideology 
that deals with tactical slips in any way, however indirectly; appa- 
rently they actually do violate their alliances to attack a player so 
marked out, so that they do violate their ideology themselves at such 
times; and no one not knowing that this point was ideological in cha- 
racter would suppose that a tactical slip would have such:extraordina-— 
ry repercussions. 


‘Finally, a player who has winning chances may feel some pressure to 
accept a draw, in order to remain in the cartel for the next game. | 


Ne Possible Future Developments 

If players outside the cartel in State III fail in an effort to deve- 
lop fully State IV, then one would expect the game to drag along in 
State III, giving the advantage, over and over, to the same knot of 
persons, probably longtime players who have a considerable correspon— 
dence; in most cases, newer players, less frequent players, and other 
‘players continually taking a disproportionate share of the losses. 


There is some possibility, then,’ that the game would begin to veer in- 
to State II. Then the ideologue would presumably be faced with the 
problem of remaining true to the ideology, in which case all his cur- 
rent advantage would become diluted away, and he would appear to be, 
not a good player, but just someone who caught onto one idea which 
worked for the time being; or, to be a good player, he would have to 
devise some counter-measure to his own cartel, which would require him 
to desert his ideology. The problem has apparently already been en- 
countered, and good play won out over ideology, where the inner three 

. members of the cartel stabbed the fourth, employing the "tactical 
Slips" excuse. 


If an effort were made to establish State IV, and the result were a 
nip and tuck battle with the cartel, a state of affairs might arise, 
Somewhat similar to the two party system in politics. Unfortunately, 
the first stage of every game would be highly influenced by the mere 
numbers of members of each system present. If one cartel had four play- 
ers in the game, the other three would be beaten from the start, with~— 
out a chance, If it stood, say, three to two, with two independents, 
the three would have the best chance. a 

Needless to say, this is not an argument against raising an opposition 
cartel. Without such a force, the game might easily be,, three cartel 
members shooting fish in a barrel of four independents; or, as in a 
recent game, four cartel members knocking off the three, independents, 
after which the inner three knocked off the fourth cartel member, af~ 
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ter which a three-way draw was declared. 


The analogy to the two-party system might be drawn out at great length, 
each separate game being analogous to a separate state or district. 


If the effort described by State IV succeeded, one would probably ex- 
pect something like State I, oecasionally slipping into State III, ne- 
cessitating recourse to State IV again.— 


THE YEAR OF DIPLOMACY (by Allan B Calhamer, USA)(ex: Dipl World 1,5) 


"I would like to declare the period from the Seventh National Diplo- 
macy Convention in August of 1974 to August of 1975 the Year of Di- 
plomacy. 

I have never previously made any request of the Diplomacy fans, I 
would now like to request that each player, as part of his year's ace 
tivities, make a particular effort to hold one game of Diplomacy at- 
tended primarily by complete beginners." (Allan B Calhamer) 


SOME ENGLISH EGO-MANIACS : A REVIEW OF BRITISH "DIPLOMACY" ZINES 
(by Craig Nye, UK) 


(wlh: Not quite accidentally I am using the introduction to this ar- 
ticle to state - once for ever ~— that the articles of "Europa" do not 
always harmonize with my own opinions; though I do not publish every- 
thing I get - but only that of what I feel you could be interested in 
(and that in which I am interested myself) - I am trying hard not to 
exert any censorship.- Besides, Craig is publishing "Retief", cf be- 
low...)(And, if nothing else, THIS article gives you an idea of UK-D.) 


f will not be supplying any onformation, as such, apart from the bare 
~ name of the publisher. Anybody wishing to learn more should obtain a 
copy of "Game Openings A" for address', details of price and content 
(from Andrew Herd, 35 Austin Dr, Didsbury, Manchester M20 OFA, UK). 
For details of the up to date position on actual openings to start 
games, obtain a copy of "Game Openings B" (from Norman Nathan, 3 
Brooke Close, Sushey, Herts, UK).(Several of these info are also gi- 
ven in E 3, in this, and in further issues of FE; wlh). 

Underneath the comments on each zine, I will allocate a value from 1 
(lousy) to 10 (excellent) in the following categories: Printing, Turn- 
around, Games Mastering,Standard, Interest and Quality of press. 
Please note that all the opininions which are expressed are my own, 
idiosyncratic, ones; although I have tried to be objective. The vari-~ 
ous zines are dealt with in no particular order. 


COUR{HR: Don Turnbull's long running original. Printed on Quarto size 
paper for no apparent reason. Don is effectively the 'founder' of 
British Diplomacy; and "Courier" is exactly what you would expect 
from such a person. 

Printing-8, Turnaround-8, GMing-9, Interest-7, Press~7. 


BELLICUS: Will Haven is the 'bad boy! of British Diplomacy, he is 
self-opinionated, iconoclastic and contentious. The games are poorly 
run and deadlines drag on for weeks. However, from an interest point 
of view "Bellicus" is fascinating. There are always feuds being car-~ 
ried on via its' pages and it is the biggest zine in bulk: so you ale 
ways have a lot to read. I wouldn't miss it; but you'd never catch me 
playing in wt! 

Printing-5, Turnaround-1, GMing~2, Interest-9, Press—4. 


RETIEF: Craig Nye is a blot upon the escutcheon of British Diplomacy. 
"Retief" is undoubtedly Britain's worst zine. The only reason it 
doesn't fold is that Nye would never give all the other players and 
editors the satisfaction. 

Printing—O, Turnaround-O, GMing-minus 1, Interest-0, Press—5,. 

(wih: No, no type slip, he really wrote "five"; ef introduction) (Se- 
cretary: Which part of it??) 
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MAD POLICY: Richard Walkerdine produces probably the best ‘independent! 
zine, A fact that is all the more asthonishing when you meet him. Main-~ 
tains 2 high standard by every criteria especially of press, 
Printing-8, Turnaround~7, GMing-9, Interest-9, Press-—9, 


DOLCHSTOSS: Richard Sharp's regular Magnum opus. House zine of the 
“NGC (British National Games Club) and rumoured to be going offset-li- 
tho soon. Manages to be as interesting as "Bellicus", and run games 
with reasonable efficiency. Certainly the largest UK circulation. 
Printing-8, Turnaround-7, Giiing-8, Interest-10, Press~8. 


FIFTH COLUMN: Produced at Richard Scott's country estate. Unrivalled 
Speed of turnaround, while still maintaining great interest and quali-~- 
ty. Recently owerrun by an appalling press release series. 

Printing-7, Turnaround-10, GMing-8, Interest-8, Press~8. 


WAR BULLETIN: Another old timer. Being run down recently but still 
Maintains a high standard. Press interesting. From Hartley Patterson, 
Printing-6, Turnaround—4, GMing-8, Interest-7, Press-—8, 


COMET: Ken Jones equals "Fifth Coluan" turnaround; but without the in- 
terest factor. Professionally competent, but lacking in inspiration. 
Printing-8, furnaround-9, GMing-7, Interest—4, Press~3, 


FRIGATE: Duncan Morris is erook to the NGC by royal appointment. In 
his spare time he produces "Frigate" with numerous subzines. Apart 
from "Mad Policy" the only outstanding 'indepenant', 

Printing-8, Turnaround-6, GMing-6, Interest-8, Press-9, 


HANNIBAL: Andrew Herd and friends run this from Manchester. It is het= 
ter than "Bellicus" from the games point of view. However the interest 
factor is quite reasonable. Lately, overrun by some very boring politi- 
cal twaddle, 

Printing-6, Turnaround-3, GMing-4, Interest-9, Press-5, 


SHELOB'S LAIR: Les Pimley's NGC zine. Slow but reliable, Les gives mo- 
re attention to all his other products, 
Printing-—6, Turnaround—4, GMing-7, Interest-6, Press-6, 


BLACK SPOT: One of Les Pimley's other products; an:independant. One 
Striking feature is Les! refusal to put the name on the front; this is 
based on the aSsumption that every one else will, thus if you get so- 
mething without name it must be "Black Spot". Carries ‘ladies only’ 
games that are basically husbands ete playing under spouses names, 
Printing-6, Turnaround-5, GMing-7, interest-9, Press-8, 


GREATEST HITS: New zine from the miniscule Pete Birks. Has vast ambi- 
tions, which is a joke if you know him, 
Printing-8, Turnaround-6, GMing-8, Interest-8, Press—4, 


MISTEIMER: Another new one from notorious Doug Wakefield, Running the 
first game of 'Mereator! » 13 player variant. He produces a very well 
laid out zine; mainly because he makes his secretary do it. 
Printing—8 . Turnaround-8, GMing-8, Interest-7, Press—7. 


FILIBUSTER: If it wasn't for "Retief" Adrien Baird would be a strong 
contender for worst zine award. Suffers from a player who thinks you 
Can Move an army from Den-Nor without a convoy "As it only is a short 
distance", Hilarious consequences. 

Printing-7, Turnaround—7, GMing-6, Interest-8, Press-8, 


DER KRIEG: Graham Jeffery is mostly interested in war games, rather 
than Diplomacy and it. shows. Carries the sub-zine FLASHPOINT from Pete 
_ Swanson; who would better™do on his own. 

Printing-7, Turnaround-5, GMing-7, Interest-7, Press-—4, 


1901 AND ALL THAT: Mick Bullock is a member of Mensa and won't let you 
forget it. Carries 4 large number of games, and runs them properly. Ge- 
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neral opinion can be judged from the fact that when Mick offered one 
game he got 37 players for it. 

Printing-8, Turnaround—9, GMing-9, Interest-8, Press—7. 


LEMMING EXPRESS: Jon Lovibund is running.a newish independent zine, 
Has built up his circulation by picking fights with Richard Sharp. 
Printing-7, Turnaround-7, GMing-8, Interest-7, Press-6. 


THE NORNS: Dave Allen is struggling to start his independent zine. 
Probably suffering from his reputation as a 'drop-out' player. 
Printing—6, Turnaround-5, GMing—7, Interest-6, Press—5, 


PENDULUM: John Coombe lives in Cornwall which is why nobody ever sees 
him, Undistinguished, but competent. 
Printing-6, Turnaround-7, GMing-8, Interest-5, Press—4. 


E&OE: Norman Nathan describes this as "not so much a zine, more a 
broadsheet", At the moment running only one game, it is an experiment 
involving the GM seeing and recording ALL the correspondence. As the-~ 
re are some fairly well known players, as well as a non-entity called 
Nye in the game, when it is completed it should provide an interes-— 
ting case history for experienced as well as novice players. Certain- 
ly more correspondence has been generated by this than in a normal 
game; about 50 letters are exchanged every turn. 


There are other zines, but it would be unfair for me to pass comment 
on them, as I haven't seen them. If Walter Luc can stand it I'll revi- 
se this in a years time. 


However there are certain zines that do not run any games, but in-— 
stead provide some sort of service. "GO A&B", already mentioned pro- 
vide this service, also there are: 


QUARTERLY REPORT: Richard Walkerdine lists postal games that have 
been started every three months. 


THE FINISHING TOUCH; Walkerdine again, this lists completed games with 
upply Centre charts. 


WHO'S WHERE: Fills in Mick Bullock's odd moments by listing what play- 
ers are in what games. Currently distributed with "Dolchstoss", 


QUEEN VICTORIA'S FUNERAL; Is the IDA/UK's house organ, edited by Pete 
Swanson and carries whatever the IDA/UK is moaning about at the mo- 
ment 4 


That is about that, my apologies to those I've insulted, bigger apolo- 
gies to those I've ignored.- Retief, Dolchstoss, Fifth Column, Shelob's 
Lair, Greatest Hits, Misteimer, Pendulum, Filibuster are all NGC zi- 
nes so you have to join to play in them; nobody can make you join 

just to get them however; 


Hon cues about NGC — directly by it's master's voice — later in this 
issue), eae 


WHAT ARE DIPPY-ZINES MADE OF? (by Craig Nye, UK). 


Sugar and spice and all... No that's definitely not it. Games obvious- 
ly - the problem comes when you tty to add anything else. The two fa- 
vourites are letters ‘and gossip columns: 


Letters: An essential ingredient, you get someone to say something 
outrageous; preferably insulting. At the end you say: "Well, I don't 
know really... has anyone any comments?" And you're well away. If your 
typing is at all reasonable, you can rattle off the letters quite 
quickly, and with a bit of cunning can do them before the deadline, 

so all you have to do is number the page at the top and print it. 


Gossip: Inexhaustible, after all that's really all that "Europa" is 


? 
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isn't it? The important thing isto maintain a sense of balance: If 
you are having a feud with somebody, don't let it drive everything el= 
se off the page. You must have GOOD sources of information. You must 
try to avoid repeating what everyone saw in the last issue of "Dolch- 
stoss". So try and fiddle your deadlines so that you will be the 

first to publish after a big con etc. 


Something Original: Think really wild. Doesn't matter if the idea 
seems insane. |'m not poing to offer any suggestion as I need to keep 
my few ideas to myself, But.if it works your readers will respond, if 
they don't -- drop it quick. ; 


Policy hints: Trade with everyone you can get hold of an address for, 
try pro-zines as well: what can you loose? From the UK you can mail 
to anywhere in the world by surface for 4¢p. So send a specimen copy 
out, with the one word query "trade?" scribbled on the back. Don't 
send any more copies until you get a respohse, if it takes four months, 
well it doesn't really hurt. 

freat your NON-playing subscribers like the ‘swell fellows' they are. 
You won't lose playing subscribers easily, they are stuck with you if 
they want to continue their games, But if Someone has been generous 
enough to subscribe to something they are not playing in, keep them 
on the hook at all costs. This means try to avoid the 'games~only'— 
issue if you possibly can; most publishers find themselves short of 
time now and again, I seem to all the time, but struggle to give 

HACH issue general and continuing interest. If you have to sit up une 
til 2.00 a.m. typing, well, one night every four weeks won't really 
hurt. 

Encourage the good press writers; if you are lucky enough to get a 
really comic one; do everything you can to keep him in the Games 3 
persuade him to go on the standby list, once he gets on there fiddle 
it so that he is always in a game. Do anything at all legal. Politely 
discourage the ‘rubbish writers!', but never let them know you are do- 
ing it. Oh, and don't go by YOUR opinion; wait until someone comments 
on somebody else's press. If an egomaniac Dippy-player admit's it's 
good, it must be, 


Feuds: Pick one with another publisher. Richard Sharp is a lovely tar- 
get, if you can get him to nibble; Jon Lovibond is building up "Lem- 
ming Express" just by wrangling with Richard. Other recommended tar- 
gets are: Will Haven, Adrien Baird, and Peter Birks. Cook up strong 
views on almost every topic of eurrent interest; even if you don't ca 
re a damn; after all everyone else is doing it. The recent Calhamer 
Awards shock, horror, scandal was good for pages and pages of rubbish. 


Avoid politics like the plague they are; More than one UK zine is 
drowning in a sea of political garbage right now, Remember Marxists 


are the worlds more bor Mig “peophe: oar! i 


Don't censor, not just for the good reason that it is wrong, but be~ 
Cause the News of the World ete flourish on filth. If somebody wants 
to use four letter words, let him — he may look a right cunt (are you 
going to print that, Walter Luc?)wlh: Why shouldn't I? I don't even 
know what this word means — there is nothing given in my dictionnary 
between ‘cunning’ and 'cup'), but your position-is quite unimpeachab- 
Le, Se eee a it ie 


After all how tany female readers has the average Dippy~zine got (if 
that sort of thing worries you) ?Certain popular musicians have recent- 
ly demonstrated the more outrageous the betters; you have to be into 
the Zeitgeist at all costs. 


Finally, Plagiarise, plagiarise, plagiarise: - not from the other zi- 
“hes ~ that's too obvious, but from outside, professional publications 
the more obscure and foreign the better (less chance of being spotted), 
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MICK BULLOCK in "1901 and all that...": "'T has come to my attention 
in the last few weeks that several of the species (...) have commented 
reeently on the 'ideal' Diplomacy mag, what should and should not be 
included, optimum number of games etc etc, and ali that. 

So I have decided, after 2 years and 40 issues, to follow the pattern 
more widely used in the States by starter-—uppers, of stating my aims 
as a publisher. 

The hobby is postal Diplomacy i.e. playing Diplomacy by post (inc! te- 
lephone ete and OCCASIONALLY person to person) — this is the raison di 
étre for ALL postal Diplomacy magazines, a fact which more and more 
seems to be being overlocked, as publishers new and old struggle in 
"give the reader that little bit extra’, in the way of chat and artic- 
les, even though the articles be as irrelevant to postal Diplomacy as 
SF book reviews, wargame reviews and reports, and politics. Indeed, 
not only are the games being overitooked, but in many cases, taking a 
definite back seat to these side issues. ‘Mainly games' is almost a 
dirty word(s). 

I hereby categorically state that this magazine is, has never been 
otherwise, and will continue to be so, mainly games (which includes 
press if submitted), TO THE EXCLUSION OF ALL ELSE if necessary, With-.. 
out the games there would be no articles, no zines, NO HOBBY."(01,40) 


ANDREW WALDIE in "Hannibal" 17,20: "...a decline in the number of ai-- 
nes, as more and more editors become disillusioned. 

Well, personally I feel this may be a good sign because I feel that 
the less zines there are the more their quality will increase. This 
‘does not mean that I am against new zines, if they become good esta~ 
blished ones, but I'm against the zine that drags on for a couple of 
years becoming more and more irregular, thinner and thinner until it 
fades away. Such zines are undesireable and deserve to fall by the 
wayside, Let's have the law of the jungle: survival of the fittest", 


HANNIBAL (Andrew Herd/Dave Pink) in "Hannibal" 17,20, answering And- 
rew Waldie: "Far from decreasing, the number of zines is now increa- 
sing as fast as ever. (...) However an increasing number of zines can 
_ be ¢onsidered as just as dangerous as a decreasing number. 
First of all, the increase comes almost entirely from the NGC sector. 
--.) Thus faced with a. fairly static (even declining) private field, 
the NGC field is booming — and how. The second point is that with the 
vast increase in the number of zines, has come a corresponding in- 
crease in the number of players in the hobby, This means that we 
could well be in danger of losing the 'family feeling’ which beyond a 
doubt exists in the hobby today. a 
I am not suggesting that we try tc halt the growth of the hobby in the 
future, I ammerely remarking the fact that we have the choice: stay 
small, insignificant but united and knowing each other OR expand, be- 
come a major hobby with perhaps as many as a few thousand people 
playing in the hobby." 


DAVE PINK in"Frigate" 18,2: "...the problem is that there are so many 
zines that Diplomacy is no longer such a coherent hobby as it used +o 
be. It was once possible to get almost all zines and read them and 
and there was a-unified whole, news was passed from zine to zine (...) 
most people received most zines. Nowadays this is a much more diffi- 
cult and expensive thing to do. Thus you lose the ‘in' feeling and 
this makes people less and less willing to write articles, letters 
etc, Some zines have built up cliques ce Bellicus), with the members 
writing in only to their zine. Some zines have failed to become ei- 
ther general circulation or ‘elique' zines, and are visibly fading 
aWay. 


Diplomacy has over—expanded in this country and shall suffer because 
SOL Awe ot 
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UK-DIPPY-ZINHS AND HOBBY-~JOURNALISM 

wlh. Especially three interesting topics get discussed in the recent 
issues of the UK-Dippy-zines I saw: the UK /USA-Calhamer-Award—Scandal 
(did the British block-vote, and’ if, is this correct?), the develop- 
ment of the postal Diplomacy hobby, and the probable future of Lbs 
and how Dippy zines are supposed to look like. 

First I wanted to review, summarize, and discuss all three problems, 
but considering the immense amount of other material which T just ha- 
ve to publish in this issue, I had to select one of these subjects, 
and even about this I am not allowed to write as much as I would like 
to. 


There are several reasons why I perhaps shouldn't write about British 
Dippy-zines: I am no British; I don't know very much about the UK-—Di- 
plomacy-scenery; I am rather new in the editor/publisher field. 

On the other side, there are reasons also, why I feel I should write 
nevertheless: I amino British, but I am a (though only continental) 
European; I don't know a lot about the UK-~Dippy—scenery, but I am get- 
ting more and more involved in the whole Diplomacy-field; I am a new 
editor/publisher, but — despite what some wrote in their reviews of 

ER - "Buropa" is, partly at least, a Dippy—zine also: whether the main 
part of E always will be consecrated to CoSim-board-gaming, I never-— 
theless already up to now have published more about Diplomacy than 
Several of the UK-~Dippy-zines in the same time (or at all?).. 

Last not least: the development of the UK-~Dippy-hobby and of the UK- 
Dippy-zines influences. the development of the whole wargaming hebby 
and as well in the UK as on the Continent. 


Mick Bullock is totally right in what he is writting. This!Sne possib- 
le way to write a Dippy~zine. And as long as his subscribers agrees 
with this... Of course, this can only work and only can get justified 
by the fact that Mick really is an ‘outstanding GM'. 


But this way cannot and should not be the only way, and at least one 
publisher — but better would be several publishers —~ should also try 
to do more, much more actually. And maybe even nearly all should try 
to do this: 


The main aim of each hobby~zine should be to improve the hobby. 


As a Dippy-zine—publisher you have several possibilities to improve 
the hobby; I shall mention some of them only: 


1) Good, more; excellent GMing should, of course, be the conditio si- 
he qua non. If somebody isn't capable to provide this, then he should 
not publish a zine the main aim of which is playing postal games. 


2)>) The players should pet to know each other: cone of the possibili- 
ties to reach this aim is the lively "Reader's Letter" column. 

Of ‘coursé, you get. to know each other also, if you are discussing 
politics or if you are publishing recipies, etc — but wouldn't it 


improve the hobby itself much more, 


3) Efe in whe sama time you would discuss hobby—problems? Considering 
this, maybe you would feel that political discussions (etc) could al-— 
SO mean vasted pages... 


4) To avoid the loss of the tin'-feeling you should increase what I 
would call the zine—to~—zine-contact (cf zine-ism in the CoSim-section 
of this issue): if there is an interesting discussion in one zine, 
why not discuss it in your zine also? And why not quote from each 
other? Why not tell your readers about what you have read in other 
zines, summarizing/quoting/reviewing/discussing/compiling those pro- 
blems? Of course, that means some extra-work, and some extra thinking 
also... 
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5) The games played in your or others' zines could get analysed, and 
there wouid be different methods to do this. 


6) Press releases only will get improved, if you show what you consi-- 
der as a good press release ~ in quoting, explaining, analysing press 
releases of your own or of others! zines. 


) Mistakes made by players should get mentioned — later, maybe, proba- 
bly without giving their names ete, but in republishing the wrong move, 
and in showing the ‘correct! solution of the problem. 


8) There are 800+ British postal Diplomacy players (not counting the 
non—British players playing in UK-zines); most of them have probabiy 
years of experience; wouldn't it be a part of their responsability 
tewards the hobby and the newcomers, to tell about what they know, i.e. 
to write articles about Diplomacy? How many of those 300+ players did, 


and how often? 


9) Diplomacy is a part of the whole wargame~hobby. Dippy--zines therefo~ 
ve shouldn't exclusively deal with Diplomacy, as, vice versa, CoSim—zi-- 
nes shouldn't exclusively write about CoSim-games. A lot of the play— 
ers do (or could; if they got informed) plex im all three sections of 
our hobby: this too should be a reason to inform about CoSim (and may— 
be miniatures) also. 


Of course, this all costs time, it really means work to do something 


like this. It is much easier to publish the moves of some games, to 
reproduce some letters, some casual news, etc. 


But - most of the zine—publishers have not a lot of Spare—time, or are 
not prepared to invest more time than they did up to now. 


There would be a solution for this too, resolving also the problem of 
too many zines, and maybe avoiding in the same time that more and move 
publishers get frustrated, disillusioned: Couldn't two. or three publi- 
Shers form a pool, publishing one bigger, better zine instead of drag 
ging more or less laboriously two or three mediocre ones? 


It might be, it might easily be that none of the Dippy—publishers rea- 
ding this will agree with me. But, if there is somebody else agreeing 
with it and willing to do something alike: I am looking for a Dippy- 
columnist... 


A final word: most of us are publishers only, we all should try 
to get editors and journalists also. And we Should try hard. 


VARIANT BANKS 


wilh. The UK-VB (Dave Pink, 6 Clayton Ave, Didsbury, Manchester M20 OFA, 
UK) is still not working as efficiently as it could and should, though, 
finally, I got most of the variants I ordered in the mMean—time. But I 
know of several people waiting for replies and variants. 


The CE~VB (Continental European Variant Bank) therefore is a necessety 
and doesn't mean a doubling of the UK-—institution only: to have two VBs 
in the European area means also that we have more chances that at least 
one of the two is working efficiently; a CE-VB is also useful to deal 
with the variants in not-english languages and with not-english spea-- 
king players. 

The CE-VB probably can start to work very soon, i.e. if I get soon ans~— 
wers of the several designers of whom I would like to get the. permis-— 
sion to reproduce their variants; : 

Most of the variants will be available as xeroxes (only); but I also 
plan to publish some wariants in E (actually, I wanted to start with 
this in this issue = but by several reasons I had to delay this project). 


NA--VB (North American Variant Bank) is the correct title of the. US-—VB, 
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Dan Gallagher (6425 King Louis Dr, Alexandria, Va 22312, USA) is trying 
to get it organized, and to complete the immense work Dick "Zeus" Ved~— 
der had done. In the ‘moment, the NAVB has collected more than 180 vari- 
ants (compare this with the UK-VB...) and should get some more within 
the next weeks, or so. . 

The NAVB publishes "Reports" (3/91), will publish a eatalogue of the 
available variants, and will start to deliver variants February 1 (yes, 
19753). It is just amazing what they did in such a short time, 


Dan and I (both having had the same idea in the same moment) also foun- 
ded the WVB (World—Variant-Bank); I invited the UK-VB to join, but up 
to now i didn't get any reaction. 

The main idea of the WVB is that all variants available in the NAVB 
will be sooner or later available also from the CEVB, and vice versa. 
All permissions to reproduce a wariant given to one of us should auto-— 
matically include the same permission for the other VB also. 

Of course, both of us will watch our area to find new variants as soon 
after publication as possible ~ and to get it for the VBs of course. 

ft hope all of you will help and tell me as soon as they know anything 
about a new variant. ; 

fb the moment, of course, the CEVB is profiting from the big work the 
NAVB has done; but, in future, I hope we can do something for them al~ 
so. And, European players will also profite from this arrangement, sin- 
ce soon you can get the NAVBs without having to write to the USA — sa- 
ving postage fees and time... 


(Besides, if somebody intends to publish a variant, it: would be nice of 
him to consider the following Suggestions: if ever possible use a A-—4— 
format, i.e. not foolscape, and white or at least light paper ~ these 
two things would help the VBs, since it facilates the xeroxing; send 

me two good copies of it, please — I shall forward one to the NAVB; I 
also feel that some dates should get published with each variant: date 
of invention, date of first publication, last known address of the de- 
Signer, Miller Number, and maybe also a remark about future reprints 

of this variant, i.e. whether this is allowed and conditions), 


A last word to all designers of variants: please, send me your reprodu- 
cing permission (for CEVB & NAVB = WVB) within the next days; and, if 
ever possible include a good, xeroxable copy of your variant also. 
Thank you. 


NEW VARIANTS: Gary Gygax (USA) is working on "Khanomacy" and "Hyborian 
Age" (the Latter probably already published). 


IDA~HANDBOOK 1974 now available from Pete Swanson (6 Welford Place, 
Wimbledon, SW19 5AJ, UK) for % 1.20 (IDA-members: 80p); ca 80 pp., in- 
cludes a variant (Witch World II), and lots of-articles, info about 
Diplomacy; try to get a copy - there will be not many left if ever. 


NEW _UK-DIPPY-ZINES: These UK-zines... there seem to be always some new 
ones — and some others did fold, seem to have folded, are said to be 
folding soon - 

BETELGEUSE did not get mentioned here yet: Greg Hawes, 16 Crescent Rd, 
Sidcup, Kent DA15 7NN (NGC-zine, i.e. you must get member of NGC to 
play). Plays "Intimate Diplomacy". 

ee! HITS (Pete Birks, 39 Handforth kd, London SW9 OLL), NGC-zine 
also. 

ME ON MY OWN (Richard Seott, 14 Northwood Dr, Spencer Ra, lt OsWeoe. @ 
new independent zine, should have got published this month. 

MISTEIMER (Doug Wakefield, 115 Acro Lane, Cheadle Hulme, Cheadle, Che- 
shire SK8 7PB) is a NGC~zine again. 

FPACTSHERT (Tim Roberts, 85 Elers Rd, Ealing, London W13 90N) seems to 
be a new statisical orientated zine. 

POLAR KNIGHT (Ake Jonsson, Box 176, S-98101 Kiruna 1, Sweden) needs 2 
players (playing with Palmer, Pimley, Charlton, Moran, Janta—Polczynski). 
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FOLDED, or said to be folded: Bolshevik Star, Orion (Steve Wyatt has 
married and emigrated to Australia), Tales of Black Forest. 

There are still doubts whether 0.J. is going on and whether Grafeti 
really folded or not. 


RUMOURS say that Michel Feron might be forced to stop publication; 
this because of the high postage-fees the Belgium post wants to get in 
the new year. | 

(I haven't heard any thing from Michel for a long time, nor did I get 
his recent issue of "Moeshoeshoe" ~ I hope he'll write soon again). 
John Piggott (ex "Ethil the Frog") might publish a Dippy-zine again. 


(All these informations out of the zines mentioned below, especially 
from "Bellicus", "Mad Policy", and "1901 and all that..."). 


ZINES RECEIVED (latest issue received given in brackets) 


BELLICUS (20): Will Haven, 4 Victoria St, Chorley, Lancs, UK (foolsc., 
32pp, mimeo; Bp+post), part III of Hyperec rules} more than 8 pages of 
- mostly — interesting letters, showing editing work, discussing hobhy 
problems; zine news (very detailed), and lots of games played (no ope- 
nings yet). Very onformative about the UK-~Dippy-scenery, therefore 
highly recommended (I don't know anything about his GMing - yet). 
RETIEF (7): Craig Nye, 56 Meadow Dr, Lindfield, Sussex, UK (8pp, mimeo, 
4p + postage): Craig changed his job, therefore obviously had not a 
lot of spare time: nearly games only in this issue; opening of "Atlan- 
tica" in next issue. : 

MAD POLICY 38: Richard J Walkerdine, 15 Crouch Oak Lane, Addlestone, 
Surrey KTI5 SAN, UK (especially short issue, normally 12 pages) & 
ANNEXE (John Morrison, 9 Highfield Ave, Inskip, Preston, Lancashire 
Pk4 OUE): prices for MP are going up: Spt+post; normally contains some 
hews; the best lay-out and printing of the zines I saw. 

190] AND ALL THAT: Mick Bullock, 14 Nursery Ave, Halifax, West York- 
shire HX3 5SZ, UK (14pp, foolsc, mimeo; only 38ptpostage): cf above 
about his publishing—policy in his own words; since he has a circula- 
tion list of 102 people his zine just has to be good. . 

WAR BULLETIN (59): Hartley Patterson, 7 Cambridge Rd, Beaconsfield, 
Bucks HP9 1HW, UK (18pp, mimeo; 5/35p UK, 5/50p Continent); 2 pp of 
letters, some news; a review of "Drang-nach Osten"; house-rules; and 
ca 10 pp of games. Has 67 readers (actually 68, since he forgot to in- 
clude my name), and is interested in CoSim-games also. 

E&OE (4): Norman Nathan, 8 Brooke Close, Bushey, Herts, UK (photocopi- 
ed, 4 pp; free, if you play): contains mostly the by-correspondence— 
only Dippy~game (where the GM reads all the correspondence changed; 

he is getting a duplicate obviously) (and maybe therefore I didn't get 
»GO-Bi this time... ae 

UREN. VICTORIA'S FUNERAL (7): Peter Swanson, 6 Welford Place, Wimble- 
don SW19 SAJ, UK (l6pp, mimeo; free to IDA-members):; discussing IDA- 
(and Diplomacy) problems only; very interesting if you are interested 
in these problems - and probably you should be interested, I think it 
would really be a good idea to join the IDA, ask Peter’ for details. 


I also got some not very recent (I think) issues of "DER KRTEQ" (Gra- 
ham Jeffery, 8 Rusholme Rd, London SW15 33Z, UK)(cf Sealdwe-review in 
the CoSim-part) (Letters and Dippy—games besides the review) , "HANNIBAL" 
(Andrew Herd and Dave Pink, 35 Austin Dr, Didsbury, Manchester M20 OFA, 
UK) (I only saw the anniversary issue, so I can't say anything about a 
'normal' issue); "FRIGATE" (Duncan Morris, 36 Bradenham Beeches, Wal- 


le Ash, High Wycombe, Bucks HP14 4XW, UK) (an anniversary issue al- 
so), 


Most of the above mentioned zine-publishers are suScribers of E ~- cf 
mailing list — IF you want get a Dippy-zine, try one of these, 
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WHAT DUNGEONS & DRAGONS IS ALL ABOUT AND HOW TO GO ABOUT IT ALL, 
Part I (by Gary Gygax, USA) 


First, allow me to disclaim all responsability for this -+ or at 
least a good portion of the responsability! Your Good Editor & Publi- 
sher put me up to it, in fact he actually urged me to it, so in the 
interests of good relations between nations what could I do but com- 
ply?! Now, Gentle Reader, you must suffer along while I harangue you 
to buy a set of rules co-authored by me and offered for sale by the 
company I am a partner in -—- not a bad deal!for me anyway... 


Perhaps some of you are familiar with the Medieval miniature wargame 
rules entitled "Chainmail", and if you are you know that in the lat- 
ter part of these rules is a section entitled the "Fantasy Supple- 
ment't, This brief section added to the (then) major section of the 
rules in order to provide the buyers with the opportunity to occas-— 
sionally diversify their Medieval miniatures games with a bit of fan- 
-tasy play — whether to recreate something from the works of J.R.R. 
Tolkien, Robert E. Howard, or whatever. There is a very definite link 
between the Medieval and most fantasy (or "Swords & Sorcery") epics, 
for the latter are nearky always:set in a Medieval surrounding. I hae 
ve been a science fiction and fantasy reader since twelve years of 
age, so I was quite naturally enthused about this addition, but I was 
very much surprised when after a time the fantasy "tail" of "Chain- 
mail" began to wag the "dog"! 

There was a far greater interest in fantasy in our hobby than I had 
ever imagined. An old friend in Minneapolis-St. Paul eventually sent 
me a copy of his amended fantasy game rules. These were quite diffe- 
rent in many ways from the rules in "Chainmail", and I immediately 
liked his changes, for they offered even greater diversity. Within a 
week of receiving them I had expanded the work to cover even more, 
-and after further exchanges with Dave Arneson "Dungeons & Dragons" 
(D&D) was born. As of this writing they are our most popular set of 
rules, and I expect that they will become even more well-known in the 
next few years. Here's why: 


Fantasy wargaming offers many things. As with any other simulation 

it offers a distinct challenge to the participants; however it goes 
far beyond that. Again, like the formerly typical simulation game it 
has a body of literature from which to draw scensrios, but while the 
military-—type simulation has only history to use, the fantasy game 
has history, legend, fables, folklore, and the works of many imagina— 
tive authors to draw upon. Best of all, it has the imaginations of 
everyone who plays to draw upon! Fantasy games allow nearly — perhaps 
totally — free rein to the minds engaged in their play. Finally, un- 
like many of the simulations which cause such a competitive spirit 

in participants as to often lead to arguments and bad feelings, fan— 
tasy games are such that it is difficult to take them all that seri- 
ously, so participants have more: fun and worry less. 

So what "Dungeons & Dragons" is is a body of rules designed to bring 
both unlimited challange to participants, allow the players using it 
to let their imagination run wild, meanwhile giving everybody lots 

of fun, Here is how it works: 


One player in a group of three or more must take the initiative and 
decide to become the first campaign "referee", He will act as arbi- 
ter of all fortune from henceforward, and his word will. be absolute 
law in THAT campaign. It is up to that individual to devise a set- 
ting for his campaign and. create all of the "world" in whieh it is 
to take place. That is, unquestionably, one very large task, but it 
can be done slowly, so it isn't as difficult as seems at first. It 
can be started by preparing only a map of the village, town, or ci- 
ty which will be the center of at least the early stage of the cam- 
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paign, and he must also prepare several underground mazes of a "dun- 
geon" hidden beneath sonie castle (ruined or otherwise). The former 
map will have to show the major sections and buildings of the town so 
that players may "reside" in it, do business, and so on. The latter 
will have to be populated with monsters and stocked with treasure, 
for players will go to these dungeons to battle the monsters and seek 
their fortunes. 

As the campaign progresses the level of play will expand to include 
other activities, but at first this sort of thing will be more than 
adaquate to provide hours and hours of enthusiastic participation. 

As the players become more adept and sophisticated it will be up to 
the referee to expand the "world" around the village, town, or city 
as well as to provide lower and more dangerous levels of the "dunge- 
ons", Games with larger numbers of participants will also develop in- 
ter-player rivalries which soon make the game quite interesting by 
themselves. Fresh oddities, foreign invasions, new monsters, and the 
like will keep the game exciting for a nearly unlimited period. 


In the next installment of this series I will explain how players se- 
lect their "Character" type, hire men-at-arms, equip themselves, etc. 
as well as some of the other interesting things such as what a typi- 

cal "Dungeon Adventure" is like, I'll speak also about lower dungeon- 
levels, outdoor adventures etc. 


(More about prices and where to get TSR-—booklets some lines or pages 
later ~ it might be that "Europa" is selling these booklets also...). 


TACTICAL STUDIES RULES (TSR) ~ WHAT'S THAT? (by Gary Gygax, USA) 


i(wlh. I have sent a questionnaire to several game—publishers, e.g, to 
‘SPI, AH, GDW, SDC, CGC and others, in order to get informed whether 
iwe Europeans have just some wrong ideas about the people and compa-— 
inies producing the games we play. Maybe, I thought, it would help to 
junderstand their problems and explain some of the problems we have 
With them, if we would get to know a little bit more about them... 

Is there a lonely man puttering in a gloomy cave during the darkest 
hours of the nights and forcing his poor wife and his minor children 
to mail his games to us — or are there hughe factories, immense offi- 
lee rooms, *~.staff of cooperators with longlegged, well—perfumed sexy 
[secretaries gliding around them? We don't know... 

Unfortunately, up to now, I only got one answer on my questionnaire - 
idemonstrating the immense interest US-game~publishers (still) have 

Eee get in a eloser contact with us — despised, neglected, poor HEuro- 
|peans we are... snuff. 

‘Let's hope that there are better news in my next issue...amd let's ap— 
|preciate that we got one answer! Here it is:) 


"Tactical Studies Rules" (542 Sage St, Lake Geneva, WI 53147, USA) is 
a partnership, although we are currently considering the possible ad- 
vantages of incorporation. Donald R. Kaye is President and Treasurer, 
Brian Blume is Vice President and Sales Manager, I (Gary E. Gygax) am 
Editor and Advertising Manager. We three do all of the company work, 
‘employing no others. 


TSR is run from the home of Mr Kaye at present, although we expect 
this to change within a year or two. (Remember that our firm is only 
two years old NEXT November). Orders come to that address at an avera-— 
ge of perhaps ten per day - although that total includes orders from 
stores and distributors, so it gives no real picture of what volume we 
move. Mr Kaye handles from 50-75 orders per week. Between one and two 
letters per day are sent to TSR inquiring about one thing or another. 
I handle about 60% of these inquiries, with the balance being handled 
by either Mr Kaye or Mr Blume. 
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TSR typically runs only 1000 copies of a set of rules in the first 
printing. You are already aware of our product line and what we plan 
(cf also TSR-news; wilh) to produce in the immediate future, so I 
need not go into that here. Our printing is handled by Graphic Prin-~ 
ting here in Lake Geneva. 


The normal progress of making an idea into a booklet depends upon how 
much additional research must be done by me in order to either deve- 
lop or edit the rules. Assuming it is I who develop the idea personal- 
ly, it might take a month to do preliminary research and ready a test 
version. As the design is being tested research continues. Testing 
can last from two weeks to two years, depending on how complex the 
rules are and how satisfied the testers are. A final draft can be 
typed and edited in a few weeks. Actual printing time, including ty- 
pe setting, often runs eight or more weeks. Our schedule also dicta-— 
tes how soon a booklet can be brought out, so if I started work on 

a set of rules or a game today it might take two years to get it 
print. 


All partners discuss the prospective design, one or two outside advi- 
sors are typically consulted, and then of course the play-testers RE- 
ALLY discuss the thing. No less than a dozen people are thus involved 
in each design, an in some cases many more are. 

Testing is done by our local group (Lake Geneva Tactical Studies As— 
sociation) and many of our friends — like Dave Arneson's large, acti- 
ve and knowledgable group in Minneapolis/St.Paul. 


All partners of TSR work only part-time, and to date no payments have 
been made for this work. Although we eventually assume that the compa- 
ny will pay some salaries, we are doing it strictly as a hobby at 

this time. 


Our main problem at the current time is quite simply managing to get 
enough cash to keep up with the TREMENDOUS amount of rules and games 
we have waiting for publication! Our main problem in the future is 
projected as the point where we will be forced to switch over from a 
hobby-time enterprise to one which will have at least one full—time 
employee. We expect this to come in a year to two years. 


(As an aside I point out that such a change would mean a regular shop 

and office as well as “the full-time employee, and that would require 

. & large chunk of the money coming in UNLESS we greatly increase our 
volume — something we are working on all the time, naturally!) 


As to the future of wargaming as a hobby, all of us at TSR are firmly 
convinced that it is very bright. We do not believe that it has reach- 
ed its maximum growth potential yet ~ it is still a youngster and 
will get bigger. As far as the hobby is concerned from a sales stand- 
point there are additionally two factors which convince us that the 
market will continue to grow: First, most wargame enthusiasts are al~ 
so collectors who would like at least ONE of everything (we all are!). 
Second, there is a continual turnover in the hobby ~ along with the 
increase in numbers there is also a change of faces as some drop out 
and others join the fraternity. All—in-all TSR believes that there 

are better things coming. . 

We intend to provide a line of new products continually, products 

that are as good as we can produce, and so far it seems that we are 
keeping our customers happy. 

The real task for us will be to let the Wargaming public know what we 
have, and as the hobby grows that becomes more difficult and more ex— 
pensive, but the potential are greater also. 


TSR is most interested in European wargamers. Last spring we attemp- 
ted to-.arrange for distribution in the UK but met with no success. 
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We are now in touch with two firms which have expressed an interest 
in our line, so we may soon be providing products to the UK. 

Frankly, until you sent me an issue of "Europa" I had no idea as to 
what the actual state of the hobby was outside North America and the 
UK (I assure you that the ca 600 UK players whose names you have are 
but a small fraction of the players there!). 

TSR is EAGER to show Europeans what we have, and we intend to make 
every effort to eventually make such arrangements. (in the mean—time, 
we are discussing the possibility to get the TSR-products sold by 
"Europa" ~ maybe I can tell you more about that before I have to pro- 
duce this issve; wlh.) 


Perhaps the single most important question we have regarding European 
hobbyists is: what do they want in the line of rules and games? "Ku- 
ropa” can certainly help both manufacturers and hobbyists here?. 


SWORD & LANCE 4 published an article "A touch of fantasy" by Peter 
vans. 


THE BATTLE OF HELM'S DEEP got reviewed by Richard Berg in "The K" 
9/3,2) also3; some sentences: "Game is not that simple, but it's 

still sort of dumb-dumb in a harmless way" ... "not to deep in stra— 
‘tegy and/or tactics. However, it does do a remarkable job of portray— 
ing this major ‘fictional! conflict. But, alas, no Ents. Fun as a no- 
velty only." In "Panzerfaust" 65 is a longer review and concludes: 
."It is a unique and well-~presented little game", as drawback: "the 
lack of any particular Tolkien flavor to the game", but, "as a game 
about assaulting stone walls and towers its pretty good, though". 


THE BATTLE OF FIVE ARMIES (Larry Smith, 2525 Via Campesina 208, Palos 
“Verdes Estates, CA 90274, USA; $4.50) is another fantasy game, mention- 

ed in Panzerfaust 65; simulation about the climatic battle from Tol-— 

kien's "The Hobbit"; the reviewer writes "this game is less innovati- 


ve than 'Helm's Deep', but has more Tolkien flavour about it than 
HD does." 


THACTICS is the name of a new zine: TSR (address above, but let's re-— 
peat: 542 Sage St, Lake Geneva, WI 53147, USA); Tractics is just out 
now (or should be); Issue 1 contains; Dungeons & Dragons Solo Gaming; 
New 75mm penetrations for 'Tractics', and sme other brief items. Sub-— 
serijtion: 4 issues = $1.50, special offer until April 1: 4/$1; Eu 
rope: 4/$24, until April 1: 4/82.= Issues will be pebeasec in Jan, 
April, July, and October. *¥new name: The Strategic Reviwy) 


TSR (address above) sells: set of dices (4/6/8/12/20-sided dices, i.e. 
5 dices per set) for $1.75; their games rules sell for: Dungeons & 
Dragons $10 (38 booklets, boxed); Tricolor $5, Cavaliers & Roundheads 
3, new released in the end of this month: Starprobe $6 (cf next pa— 
pe) (Siigame) v= In the end of February, probably, a reprint of Trac-— 
tics should get published; planned are D&D solo supplement, then 
anzerleader (micro-scale armor rules), and they are testing a set 
of campaign rules for America's "Wild West" — but those last mention— 
ed titles up to now are plans only. Besides, “Tractics will cost 
$10 (3 booklets, many extra-reference-—sheets.— In the veginning of 
. February, a reprint of the Chainmail should be available for 35, and 
in the end of February, probably, Panzerwarfare $3 ca, should be avail-. 
able (i'm not sure whether Panzerleader and Pangerwarfare are the sa— 
me game rules, probably yes).~Avalable: Warriops of Mors BRE also. 

Sus: bie - You may get all these rules booklets directly from <b — 
. “Europa, for the same price (%1 = SFr 2.70, if payed in Swissfrancs), 
if everything works like it should, a first set of booklets should be 

/on its way to Europe already, available so end Feb/March.- You'll 

‘get the booklets post-paid, if you order for $15 or more; if not, add 

‘SFr 2.- j Chaiamasl p&ces send Mack j Pes , end Februgcy ‘ page aa! 
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FIGURES: (infos by Gary Gygax) "Most readers are probably aware of the 
Hinchcliffe series of Martian figures for KR Burrough's 'Barswom!- 
which has the huge Green Martians, the various men, and personality 
figures, It will be expanded to include more men and animals soon, [I 
understand (Heritage Models Inc, 2916 Blystone Lane, Dallas, TX 75220, 
USA; Hinchcliffe Models, Meltham, Huddersfield, England, HD7 3NX),— 
Jack Scruby's Military Miniatures, Box 1658, Gambria, CA 93458, USA: 
fantasy figures and No gauge; comparable 50 15 mm) I think his cata- 
log of figures costs $2, and it is Bl/year to subscribe to his "Sol 
dier Factory News" magazine. Some of Jack's figures are very good, 
Some hot so good, but his prices are fairly reasonable, and he has a 
good selection.—— hag 
The growing number of fantasy figures in 25mm causes me to wonder how 
long we'll be able to hold on with our 40mm troops as typical man—si- 
z6. We use the 25mm figures for smaller creatures, the 25mm giants as 
figures Slightly larger than men, and make most everything else by 
conversion. I am jelous of the chaps who have 25mm as their base sca- 
le, for they have everything ready-made for them. I Suggest that any~ 
one who 3s collecting fantasy figures should look into the troops 
offered by the above Mentioned Jack Scruby, for many of them are com= 
patable with 25mm figures. His Ogre, Ores, and Centaurs are exceptio- 
nals Amy collector basing his forces on a 30mm scale for man-size 
will have to look to Jack for most of his figures," 


NEWS FROM BREE 12, available from Hartley Patterson, 7 Cambridge Rd, 
Beaconsfield, Bucks HP9 IHW, UK, "for trade, the usual, or a beer; we 
also send free copies to anyone who asks", is a Fantasy—(Tolkien)= 
Zine, He is telling about "Mid ard", "a complex fantasy game played 
by post, set in an imaginary world that combines elements of many 
swords and sorcery tales. The players themselves take the parts of 
heroes, Wizards, kings and such. The rules can be a bit Seary at 
first — they run to about 40 pages — but only a fraction are used by 
any one player at any particular time. "The Times" is sent out with 
game mailings, but is produced by one of the players (myself) and T 


naturally feature as one of the characters mentioned in it, but I'm 


Midgar is run at present by Geoff Corker until the permanent GM 
wan Edwards, finishes his finals. There is a similar US based game 
"Midgar’II" run by Tom Drake (240W 4N, Logan, Utah 84321, USA). Both 
games have players on either side of the Atlantic," 

He also gives a list of fan-zines' addresses: I repeat the continental 
ones here only: Munich Round-Up, Waldemar Kumming, Herzogspitalstr Di 
D-~8 Miinchen 2, BRD; Spang Blah, Jan Finder, PSC Box 614, US Air Base, 
I-33081 Aviano, Italy; he ads more than a Half dozen of UK, some US, 
one Australian, one Canadian fan-zine; short. reviews of these zines 

are given also. A "Middle-earth in Miniature" review/article, etc, ete, 
Why not ask for a copy — if he happens to. have some Left, - 


SPANG BLAH (address given above: Jan Finder) Vol 2/4 (Dez) has a lot 
of news about several countries! SF—seenery, mentioning several Cons 
also. A lot of news for SF-Fans, I think. 


WAR BULLETIN 99, the Dippy—zine of the above mentioned Hartley Patter 
Son, also gives some addresses of Tolkien-~societies in England, and 
names their zines... 


CHAB (The Confederate Historical Association of Belgium) organized a 
huge display of weapons, uniforms, collector's items, wargames, pos— 
ters etc in St Gilles (Brussels) in December, for a whole month, (Mi- 
chel Liesnard)., I+ obviously was a great success, 
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THE BATTLE OF HELM'S DEEP (F&F) (by Steve Ehlers, USA/Switzerland) 


Those of you having the fortune of having read J.R.R.- Tolkien's clas- 
sic trilogy "The Lord of the Rings" (LotR) will agree that it is a 
wonderful tale. A novel deep with fictitious history, set in the days 
of a time now long forgotten by mortal men. It's pages are filled 
with many stirring battles and campaigns, some of which have for some 
time now been re-created on the miniatures player's gaming table. 

But now at long last a LotR board—game has appeared on the scene; 


The game refights the Battle of Helm's Deep, a very fierce conflict 

involving thousands of men, Orcs, Goblins, and other fanciful crea~ 

tures. Locked in the struggle are the Good Forces, lead by the proud 
Kimg Theoden, who are attempting to withstand the might of the Evil 

Forces, lead by Saruman, a traitorous wizard. Represented is the de— 
sperate stand of King Theoden and his men at the walls of the great 

Fortress strong—hold in Helm's Deep on the night of March 3rd, 3019 

in the 3rd age of Middle—Earth... 


As is commun with most of the smaller US game companies, the game 
comes unboxed, but this in no way takes away from the quality of the 
game itself. The gameboard comes unmounted on thick paper, and fea— 
tures good graphics. It measures but slightly over 45x25cm (1llx17"), 
but this prouves to be enough room to simulate the battle. 

Three differently coloured sets of counters are included, ca 50 in 
all, These are of the "over-sized" type, hence easy for the fingers 
to manoeuvre, 

The rules come in booklet form (16 pp), and have been very nicely 
done. Seemingly well layed out, they leave few of those holes that 
pop up so often in game rules today. 


~The game is relatively easy to learn, and requiers not a large am- 
ount of time in which to acquaint ones self with it's mechanics, 
Theoden is forced to attempt to hold his line of fortifications that 
run across the full girth of the narrowing gorge of Helm's Deep. 
Opposing him is the vast army of Orcs and men trying to get past The- 
oden, or at least to destroy all his troops. Even with Sarumans 

great strength superiority he finds it rough to break down Theodens 
walls. 

Through a few ingenious rule innovations and limitations, castle war- 
fare is effectively recreated. Anti-gate hombs, archers, scaling-—lad- 
ders, and up—ladder—assaults are features of play. 

But in the end, a competent Saruman player usually ovwer-comes his op- 
‘ponents defences,and forces his way through. This comes after heavy 
losses on both sides, though, especially if the archer units are well 
used. 

Theoden must try to hold as long as possible, inflicting as much hurt 
on the ennemy as he can, without taking too many losses himself, 
Victory is in the end determined by the accumulation of Victory Pts. 
Saruman receives them for achieving certain goals or fulfilling cer- 
tain conditions by the end of 14 turns. The total number of VPs he 
gathers will determin if he has won, lost, or tied the battle. Thus 
it is possible for Theoden to loose all his men and still win the 
game, IF he can hold out long enough. 


I am very pleased with this game. The designers have used a lot of 
imagination and made some interesting innovations. It would be an ea~ 
sy game to build on to, to add on more rules, or create an "advanced 
game" of your own. Anyone who read and enjoyed TLotR should try this 
game, and anyone else who likes a clean tactical level game of the 
sword—and—shield type. 


(Fact & Fantasy Games, PO Box 1472, Maryland Heights, MO 68048, USA; 
$3+postage, or Lou Zocchi, $3+91 postage; address given elsewhere). 


Bi oe 
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ALIEN SPACE (by Mikael Borjesson, Sweden) 


This is a rather different game, if you are used to CoSim-—games, 
partly because it has no game-map:- the game is played on a rather 
large floor instead. Eight Spaceships, printed on red cardboard, are 
deliverd with the rule—booklet.’ Each Ship has to be cut out and clued 
on a thicker cardboard. Then you-have to fasten an 18 om long piece 
of string, with a knot at lScm, in the center of each ship. After yeu 
have covered the record sheet with self-adhesive plastic the game is 
ready to be played. 

The game uses simultaneous movement and firing. Each player has got 
his own spaceship, and each ship has specific, different datas. When 
the ships are set up, the players notes on the record sheets (using 

a chinagraph) the direction and the speed of their spaceships. The 
direction is recorded as a compasscourse, and there is a compass-ro-— 
se (360 degrees) on each ship—counter. When all the speeds and cour 
ses are noted, all the ships are moved at the same time, then the fi- 
ring takes place. 

Each ship has ordinary energy blazers, defensive shields, and a se- 
eret weapon. The secret weapons are different from ship to ship, eve- 
ry secret weapon is unique. They have imaginative names like Magma 
Beam, Electron Stalker Pods, Gapper Zapper, Tentical Beam, Nytron 
Lance, Proton Mines and Torpedoes, Javelin Torpedoes, and Nuclear 
Device. Hach player notes now direction and strength of his fire and 
the strength of the defense. Maximum strength can't always be used, 
Since this depends on the amount of energy left - you only get a li- 
mited ration of strength in each game-turn, depending on the speed 

of the ship in this turn (higher spéed consumes more energy), depen- 
ding also how much damage the Ship suffered up to this moment. 

Hach player lays out the above mentioned string in the noted direc- 
tion and looks for hits. The first ship-counter getting touched by 
the string is hit (even if the ship belongs to the own fleet). 

Damage is recorded on the hit record sheet of the given ship, and 

the game goes on to the next turn. 


The game is very good, partly because there is nearly no luck invol~ 
ved, but it has some drawbacks also. For example: once the players 
have noted the fire angle, you must avoid that any of the ships get 
moved, even a single mm only, since such a movement most certainly 
would cause different hits than actually should be got. Another draw- 
back is the large playing surface required if the game isn't going 
to be "full speed into the middle, a big flash of energy, and the 
game is over" due to the disastreous effect of special weapons at 
close distance.. 

All ships are very balanced in strength, speed and size, ecept one 
which is a sort of Kamikaze—ships: it is very weak, but has a power- 
ful weapon also which destroys everything inside a cone of 10 degrees 
out to 30 cm. At the start it's hidden in invisibility somewhere on 
the floor and becomes visible and destroys with one shot the first 
enemy ship that comes nearer than 30 em. After that it becomes invi-~ 
Sible again and tries to sneak away, but since its speed is limited 
to 5cm only per turn and it only is able to shoot every third turn, 
it can't possibly get away and will get destroyed of the allies of 
the just deleted ship: revenging they will approach, go around and 
through the last position where the now invisible ship has been 
seen. This brings out two players in the very beginning of the game, 
and this - of course —~ is not very funny for any of them: 


If you don't mind these few drawbacks, it is a very enjoyable game. 


(Available: Skirmish Wargames, The Lazy B, 13 St Decuman's Rd, Wat- 
chet, Somerset TA23 OHR, UK: w1.60 (+ 30p postage to the continent); 
additional fleets also available; US: Lou Zocchi 4, and others), 
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SOME FIRST THOUGHTS ON TRIPLANETARY (by Ingo Baschek, BRD) 


The game consists of a 73x58 cm mapboard, a set of 76 counters, a plas-— 
tic overlay to-plot the courses, a die, a grease pencil (chinagraph) 
for plotting the courses,on the overlay, a set of rules and three plas-— 
tic bags to store the counters, 

Main criticism on the gamé-equipment: the overlay (cover) is a bit 

too small so that you can't plot the courses of the ships near the 
edges of the mapboard; otherwise the equipment is satisfactory. 

The rules - 18 AS pages — are relatively simple and clearly written. 
They cover such aspects as movement, gravity, starting and landing 
ships on planets or bases, combat with other ships or planetary bases, 
astrogation hazards and production of space-ships according to your 
finances. 

The most noteworthy part of the game are the movement-—rules, A vector 
movement system is used which prohibits the ships to stop instantly 

or to make right angle turns (which is somewhat unrealistic, I think!) 
and allows the players to make use of the gravity of planets to move 
their ships more economically. 

Six scenarios are included, Whereas three of them seem to be more or 
less warming-up exercises, the others — on Interplanetary War, Alien 
invasion, and Piracy - are quite good, in my opinion at least, though 
I have to admit that I haven't played all the scenarios yet. 

The mapboard covers a part of the solar system with the planets Ter- 
ra, Venus, Mercury, Mars, and Jupiter, as well as Sol, the asteroid 
belt, and some smaller moons and asteroids. 


All in all, I would recommend the game. Should some of the scenarios 
are unbalanced in your opinion, you can easily develop your own con- 
cepts, based either on your own ideas or on some appropriate SF-—novel, 


(Available: GDW, 203 North Street, Normal, Illinois, 61761, USA; 36.80 
+ $2 postage). : 


THE RIGELIAN WARS 2146-3705 (by Steve Ehlers, Switzerland/USA) 


The game is of the SF-type, simulating a futuristic struggle for po- 
wer between two rival galactic Empires. 4t is actually a bit more than 
just a wargame, being almost a compleat novel in itself. The stage is 
set in a short introduction at the beginning of the rules, but it is 
largely up to the skill of the players to determine the outcome of 
the struggle. The game consists of three mini-games, called 'Wars', 
that represent the series of events and conflicts that occur during 
the years 2145-3705 a.d. 
Actually, you get a lot of game for your $24: you receive six pages of 
rules, a 45x60cm game board, and two sets of unit counters, The rules 
are good as well as enjoyable to read. They seem to leave a few holes, 
but the player can decide the problems easily enough. The board comes 
in four pieces and must be put together by yourself, but the publi- 
shers point out that this slight inconvenience saves ‘you about gi, 
for which you can buy a roke of tape and some Cokes'. There are over 
cee die~cut counters, As I have said, this is pretty good stuff for 
The game plays fast, and does not appear to be overly complicated, On 
the playing board are featured 12 star-systems, as well as the dreaded 
‘Harst Singularity’, a vast ‘hole! that Pills the board's 19 center 
hexes. The three ‘wars' can’ be played separately, or together as a 
campaign game, Alone, all three of these mini-—games are different si- 
tuations requiring different strategies. Present in the game are spa- 
ce warps, hyper warps, peace periods, ground combat, ship to ship com- 
bat, kings and admirals, space links, cobalt bombs, and over 20 sorts 
of space eraft and ground units. Victory is decisive. By the end of a 
set number of turns one player must have at least two times the number 
strength points as the other remaining on the board, or have occupied 
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or cobalt bombed the others capital planet to win. All other condi- 
tions are-4 tre. 


On the whole I am very impressed with the game, and would recormend 
it to any with an interest in a game of this type. It serves as a 
proof that even these days you don't have to pay $10 to get a good 
game ! 


(Available from JagdPanther Pubs, Box 3665, Amarillo, Texas, USA, for 
23, surface mail). 


STARLORD is announced in Lou Zocchis new catalogue (1518¢ Newton, Bi- 
loxi, MS 39532, USA): "Starlord is an interstellar strategic wargame 
for 2, 3 or 4 players. Rules include conquest of a 26 planet galaxy, 
building ships, economics, alliances, empires, victory points, alter- 
nate societies with castalians, merchants, pirates, fleet marines, 
troops, tactical Support, industrial centers, and PBM features. It 
comes ready to play!" (95491 postage). 


STARGUARD, also by Lou Zocchi: tactical infantry combat in the year 
2200, based on Heinleins ‘Starship Troopers, Gordon Dickson's "Dorsai! 
Series, and Jerry Pournelle's 'Falkenburg's 42nd. 

Supersoldiers of the 23rd century - Dreenoi, humanoid insectoid life 
forms — Ralnai, reptiloid -— different types of energy weapons, missile 
Weapons ~— robots — ete. 

20pp—rule book: B35, additional $8 for starter set of 22 special mi- 
niatures; figures and rules together $113 (+91 postage Co 


STELLAR CONQUEST (iietagaming Concepts, PO Box 15346-MA, Austin, TX 
78752, USA) ($8482 postage) MG is a new firm "completely dedicated to 
Sclience—fiction gaming"; the plan games like "Planethead Assault", 
"Wars of Vulcan", "The Hymenoptric Secession", Concerning "Stellar 
Conquest" their folder Says: "If you've enjoyed ANY other SF game, 
enjoy strategy or free-wheeling combat and bluff you will like" Sc. 

— an advanced multi-factor, society—level game system featuring balan-— 
ced playability in a so histicated, challenging format (what ever th y 
try to say with thee - making decisions about exploration, techno- 
logical research, industry expansion, population movements, and space 
fleet combat ~ ete pp... Does anybody know something about this (and 
the other mentioned)games? (NB: StCon: hexsheet, 400 ship counters). 


STA PROBE (Tactical Studies ules, adress above, several times, per— 
haps also available by "Europa": $6): SF-game, includes a rules book~ 
let of 36pp, a large map on plasticized paper which shows 2000 star 
Systems, and a small sheet of Ships for tactical battles, all bagged 
in a clear, zip-lock plastic container, 


OTHER SF-GAMES: cf Computer-Game section in this issue. 


STARFORCE saLPHA CENTAURI (SPI, 448 93 St, NY, NY 10010, USA, #8), 
first review, as mostly, in "The K" of Richard Beng: "on of thea year's 
most intriguing, if not entirely Successful, items" ... (excellent 
graphics)... . "However, the combat system is less successful: it is 
either too somple (basic game) or a mite convoluted (advanced). How-— 
ever the advanced version and optional rules do add dimensions to the 
game that the basic version lacks" --. "well written rules" ... "some 
exellently formulated scenarios""The game will probably appeal more 

to sci-fi fans than to Standard gamers" .., Yan unusual game of more 
than passing interest", 


wlh. Uff, a real game~boom is overvaing us — new fantasy, new Sci-fi, 
new miniatures, new CoSim board games ~ and lots of new ones are plan- 


Hod, are) itn print, get soon released... Really, the time is over where 
the average player could collect "all" the games ~ we have to be se 
lective, and this might be good for the hobby, I think! 
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WEHRMACHT: INF BAT (2) (by Leo Niehorster, BRD) 


First, some corrections and additions to the 1938-39 Infantry Batta- 
itons (ef ES peo) 


The Regular (foot) Inf Batt: the rifle Cos Should read 2 hvy MG, and 
not 2 med MG. 
Each rifle Company had three rifle platoons and a weapons' Platoon, 
The rifle Flatoon was divided into three Squads plus a platoon leader 
ae The squads were occasionally split into sections (Halbgrup— 
en), ; 
The weapons' Platoon was divided into MG sections and Mortar sections, 
each section having one of the indicated weapons, 


Omitted: Motorised Infantr Battalion (Motorised Infantr 
3 rifle Cos (each with 9 It MG, 2 hvy M | with 


8 hwy MG, 6 med mortars). 
Mountain Inf Bat : hvy Mtn Co: read 6 (not +t} med mortars. 


Motorized Inf Bat (Armoured Division): read Motorcycle Inf Bat. 
EO A Arioured Division): 


In this issue, I am dealing with the 1940 Infantry Battalions: The or— 
ganisation and re-organisation of the Wehrmacht in late 1940 / early 
1941 will be covered under the 1941] Battalions. As these changes only 
influenced the Balkan and Russian campaigns of 1941, it makes little 
difference if they are not included here. It merely would serve to con— 
fuse the issue. As a matter of fact, most of the aforementioned chan- 
ges were initiated in 1940, but not realy completed until just before 
the Balkan campaign. 


The 1940 Infantry Battalions: 


Regular (foot) Infantry Battalion (1. & 8. Welle Infantr 
3 rifle Cos: (each with 1) It MG, 3 1t mortars): 
6 med mortars) .-— 


Division): 
i ff 
AYR 


bd 


3. & 4, Welle Inf Div): 
with 12 HMG 


Regular (foot) Inf Bat (5. & 6. Welle Inf Div): 3 rifle Cos (each with 
12 1t MG); I MG Go (with 12 HMG).- These two Wellen had Chekoslovakian 
equipment), 


gular (foot) Inf Bat (7. Welle Inf Div): 
1 MG Co (with 12 HG 


foot) Inf Bat (9. Welle Inf Div): 
with 8 HG 


ular (foot) Inf Bat (Static In 
3 1 MG Co (with IS HG).— 
Motorized ‘Inf Bat (type a) Armoured Div: 3 rifle Cos (each with 9 it 


MG, 2 HmG, 3 It mortars; truck borne 3; 1 MG Co (with 8 HMG, 6 med mor-— 
tars; truck borne); 1 hvy Co (with 3 PAK 3.7 em, 2 IG 7.5 em; towed),~- 


Motorized Inf Bat (type b) Armoured Div: 3 rifle Cos (each with 18 1t 
MG, 2 HMG, 3 It mortars; truck borne); IT hvy Co (with 8 HMG, 6 med 
mortars, 3 PAK 3.7 cms; motorized).- 


Motorized Inf Bat (type _c) Armoured Div: 3 rifle Cos (each with 18 it 
MG, 4 HG, 3 It mortars; truck borne); I hvy Co (with 3 PAK 3.7 em, 4 
IG 7.5 cm, 6 med mortars; motorized) .~ 


Motorized Inf Bat (type d) Armoured Div: 3 rifle Cos (each with 9 14+ 
MG, 2 HMG, 3° It mortars; truck borne 3; Ll hvy Co (with 8 HMG, 6 med mor— 
tars; truck borne) .— 


Motorized Inf Bat (Motorized Infantr: Brigade); 3 rifle Cos (each with 


3 rifle Cos (each 


3 rifle Cos (each with 12 


oo 


3 rifle Cos (each with 12 


f Div): 3 rifle Cos (each with 6 1+ 
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12 1t MG, 3 1t mortars; truck borne); 1 MG Co (with 8 HMG, 6 med mor— 
tars; truck borne); 1 hvy Co (with 2 IG 7.5 em, O° PAK 3, 7% em, 1 Bngr 
Platoon; ovorized jc 


Motorized Inf Bat (Motorized Inf Div): 3 rifle Cos {each with 12 lt 
MG, 3 It mortars; truck borne MG Co (with 12 HMG, 6 med mortars; 
truckborne) ,— 


Motoreycle Inf Bat (type a): 3 motorcycle Cos (each with 9 1t MG, 2 
HMG, 3 1t mortars); 1 motorcycle MG Co (with 8 HMG, 6 med mortars); 

l hvy Co (with 2 IF 7.5 cm, 3 PAK 3.7 cm, 1 Ener Platoon; motorized).- 
Motorcycle Inf Bat (type b): 3 motorcycle Cos (each with 18 1t MG, 2 
HMG, 3 1t mortars); 1 hvy Co (with 8 HMG, 6 med mortars, 3 PAK 3.7 cm; 


motorized) .— 


Motorcycle Inf Bat (type c): 2 motorcycle Cos (each with 18 1t MG, 4 
HmG, 3 It mortars); Il hvy Co with 6 med mortars, 2 IG 7.5 em, 3 PAK 


3.7 coms motorized).- 


Mountain Inf Bat: no change from the 1988-89 organization. 


Notice the lack of mortars in all but the 1, Welle Divisions. The 2. 
Welle was only partly equipped with mortars. All others had none. Oc-— 
casionally, separate regimental mortar—companies were formed. In most 
cases, they relied on regimental artillery or did without. 


MINIATURES (by Leo Niehorster, BRD) 


I have been asked to do a column on miniatures — I feel that I am So— 
mewhat unqualified to discuss this area, as I. limit myself to WW2 Ger-— 
man armour in the 200:1 scale. 


At this moment there are two producers of WW2 tinlead armour in this 
scale, namely, "Skytrex" and "Mercator". As this scale is just begin- 
ning to catch on, there are only a few models available, although the 
choice increases by two or three each month. A list of available mo- 
dels is to be had from: Mercator Tanks, Memmingerstrasse 1, D-8948 
Mindelheim, Bundesrepublik Deutschland (some 130+ selections), and 
from: Skytrex, 28 Church Street, Wymeswold, Loughborough, Leicester— 
shire, UK (some 10+ selections). 

Both companies carry extensive other lines, but I am not overly fami- 
liar with them, except to say that "Mercator" ships are world famous 
for their quality and detail. 


"Mercator" vehicles are very expensive. They run about DM 3.50-5.50 
each; "Skytrex" models are designed mainly for wargaming, and reflect 
it in their prices which range from 20-25 p each. (Although later mo- 
dels are improving very much in quality). 

"Mercator"—tanks come painted; you CANNOT get them unpainted. This ex- 
plains in part the cost factor. The camouflage is hand painted on. 
(Would you believe that Mindelheim — the home of "Mercator" -— is in 
the Black Forrest, and little elves etc. paint them? Well, anyway, 
there are some real dolis painting those models one by see, 
"Mercator" is incredibly detailed, but whoever designs the basic mo-— 
dels appears to be slightly shortsighted, because just about ll his 
models are off somewhere. Also, the scale of some is closer to 185:1 
than 200:1, e.g. the Tiger tank and the Pz-I (the Pz I is as big as 
the | pr200n ey air 


Mainly, "Skytrex" is truer to scale than "Mercator", although his ear- 
lier models leave something to be desired. Of course, the true fan 
will modify all models to suit his own taste anyway. "Skytrex" seems 
to be aware of this, andoffers the basic models letting you add what-— 
ever embellishments you desire (the Pz III, Pz IV, Tiger — somewhat 
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too small — , Panther, Pz 38 t, SPW 251, and, for the Allies, the T- 
84/76 and 85, GAZ truck, Half—Track M-2 or 3, KV, and several others), 
Soon to appear, or available now: the 8.8 FLAK, and the Opel Blitz, 
possibly the 250 SPW also. 


Take the 251 m SPW of both companies, and you will find that the "Mer 
cator" is well detailled, but looks squashed and unproportioned, al- 
though it is the right length and width. This is because the hood is 
too long, the model is too low, and the fighting compartment is too 
open. "Mercator" makes several variants of this basic unproportioned 
model (the 251/2-mortar—carrier, 251/9-7.5 stummel earrienr,) 61/10 
Platoon leader vehicle, as well a 251/1 with Werferrahmen-rocket—car~ 
rier). 

The 251/9, besides suffering from the already described ailments, has 
the cannon exactly in the middle, and is sunk into the area between 
the driwer and the vehicle commander (who is supposed to drive?). 

The gun is too short. Not only that, but the basic model represents an 
Ausfiihrung A or B; these versions never appeared with a Stummel... 


_ I heartily recommend acquiring the "Skytrex" version which is also an 
Ausf B model, but is quite true to scale. Also, if you screw it up, it 
doesn't hurt so much. Making a 2501/9 out of it is very simple. Just fi- 

le away the area that comprises the co—driver seat, i.e. the right- 

hand side (we sit on the left-side of the vehicle in continental Euro-— 
pe) until the bottom of the slot is at the same level as the hood. 

The gap should be about 3 mm wide: or leaving a little bit on the left-— 
hand between the driver flap and the right~hand side between the ve- 
hicle/fighting compartment wall. Take a 1 mm @ nail and cut it to a 

1 cm length. Fasten this into place, leaving the barrel to stick out 

3 mm. The rear of the gun (starting 4mm from the front) is covered 

with thin cardboard, Cover the result with thinned airplane glue and 

let dry. When dry, paint, and you have a reasonably accurate 251/9, 


A 25172 (mortar—carrier) is even simpler: merely bend a small nail, 
after eutting of the head, and cement it in the middle of the fighting 
compartment. Voila. 


The basic unit can be adorned by adding a small bent piece of paper, 
Smm x 2mm, sticking a pin through it, 5 mm long, and adding thinned 
airplane glue to stiffen. Set aside to dry. Then glue into place. You 
now have an MG 38 mounted on your SPW. 


To make the other versions, all that is needed is a little ingenuity, 
and a few scraps. A rail—antenna is formed out of soft wire... 


It is recommended that "Humbrol" or "Airfixmatt" paints be used (but 

I would add a little thinner, and don't forget to stir well). HI 4: 
"Sand" or HM l: "8th Army Desert Yellow" are good basic colors. "Hum— 
brol" also has a HM 4: "German Panzer Grey", but I recommend adding a 
little white, as it is too dark. 

In all models that are designed to be used up to about the middle of 
1943, use this grey. In all models from the beginning of 1948, use the 
sand or desert yellow. For North Africa, there is an "Afrika Korps De~ 
sert Yellow" (HM 2), but this is somewhat too orange. Tone it down by 
adding brown and white (HB 2: "Dark Earth"). For the Tunesian Campaign, 
AK Desert Yellow with Dark Barth, only. 

Good guide for models and especially colors is George Bradfords "Ar-— 
mour camouflage and markings in North Africa, 1940-1943", privately 
published by the author, RR 2, Preston, Ontario, Canada.~ If you are 
interested in North Africa, this book is a must. 

Paint the front wheels of the vehicle in unadulterated Panzer Grey. 
Tracks are painted in a thin solution of black and thinner. This makes 
for a good effect, and looks like metal. 

Spots of rust can also be added, but this makes your unit look somewhat 
idle. 
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Camouflage spots are added with Dark Earth and Dark Green (HB 2 & HB 
l resp). 


For identification, use dry—transfer numbers and letters (1.5 mm or 
2.1 mm). Use either white or black on sand, and white on grey or dark 
sand. 

Iron Crossed are difficult, although there is a company in Germany 
that makes decals for this size, namely: "Impressa—Bentlage" GmbH, 
Walther-~Althenau-Str 56, D-48 Bielefeld, Bundesrepublik Deutschland. 
The decals are known "Paraflex" (trademark), and the number for this 
particular decal is FS 09 82 319/144 879. 

The decal also contains 32 red stars, 24 red crosses of different si- 
zes, modern German crosses, American white stars, French and English 
markings, as well as the mentioned WW2 vintage markings. 


If you don't want to go to that hassle, try using an "edding 400 per- 
manent" felt-tip marker for the black crosses. It has a fine point, 
and will not rub off with repeated handling - which decals will do. 


ISR-MINIATURES-RULES: cf Fantasy-pages of this issue, cf also Panta 
sy/OF/Miniatures—News page. 


MILITARY MODELLING; (Model & Allied Publ Ltd, PO Box 35, Bridge St 
Hemel Hempstead, Herts HP1 1EK, UK)(monthly, printed, 76 pp, ca 44} 
(1/25p, $1; year: % 4.10, ¢ 12.50) 

4/li: Notice Board.~ Uniforms of the SS (with coloured illustrations). 
fhe Baker Rifle.- US Cavalry in the Indian War (col ill).- Despatch.- 
Motor Torpedo Boats(with plans).- Atten-Shun (news).- Roue Napoléon 
(anatomy ofes dioramas all, ).= MIS: (2275S Simple mould-making.~ 
Brit Army Vehicle Colour Schemes. & markings of WW2 (ill.).- Book news. 
And, especially, pages and pages of most interesting ads. 

4/12: Regular features (cf above), and some fascinating, often colour 
illustrated articles: Russian Cuirassiers 1812; Uniforms of the SS3 
Courent Colours (AFW colours and trim); Models of J Cuiffo3; Apache; 
AMX 10P; SS stormpostmann; Rogers' Rangers; Brit Army Veh, 11; The 
Loyal Toast (dierama descr), ete. 

Besides of a lot of — often coloured - illustrations, MM has a very 
interesting ranse of articles, and also advertisements of all impor- 
tant (and a lot of not so known) miniature-ranges, shops, clubs ete 
ete - a real gold-mine for miniature-news; the articles may interest 
non-miniature-~players also. I think everybody should at least get to 
see one issue, andmost of you probably will try to get more than one, 


SWORD & LANCE: (S&L Magazine, 88 Coniscliffe Rd, Darlington, Co Dur-— 
ham, UK)(printed (leterpress/litho), bi-monthly, 36pp)(1/25p, no subs 
fee given). 
4:iInflation is Nothing New; War Games for the Youn Enthusiast (medie- 
val duels); Convertors Corner; Tank Tales; Gunner X: a brush with the 
law; A touch of fantasy (about Fantasy figures and wargames); Club 
news; Slings & Arrows (question—box) ; The Battle of Mikata-Ga—Hara 
1572; Persian Army; The Universal Carrier; Roll Call (reviews of fi- 
eurines); WWI German Dragoon; Book and zine reviews. 
5: Prussian Infantry in the Waterloo Campaign; The Guards Camel Regi- 
ment in the River War 1884-1489; Tank Tales; Convertors Corner (from 
Britains to Irish); The Polish Winged Hussars (16-18th c); Nagashino 
15753; Persian Army 2; The Chasseurs Britannique; Helmets & Headdres- 
ses through the Ages 3; Elizabethan Sea Dogs 1; reviews, news, report. 
Mostly black & white, and photo-illustrated, S&L obviously is improu- 
ving from issue to issue — has a more familiar hobby—like look, but 
this might be one of the attiring points. Ask for a sample copy. 


Wargamer's Newsletter: (Belmont-Maitland Publ Ltd, Tradition, 188 Pic- 
cadilly, London WIV ODA, UK)(1 year: “Z 3.60, Europe # 3.85, US #11 oa) 


E 4/5, page 30 HARTI AMMANN: WOLFPACK 
KEK KKK KK KK KKK KKK KKK KKK EK HE KKEK KKH HK HE KK HIE KKK HHI HK IEE HK EK EK KH IE IEE 


WOLFPACK (by Harti Ammann, Switzerland) 


Wolfpack, included in S&T 47, is SPI's third solitaire game, It is 
pure solitaire, no rules being provided for two players. 


The game is a simulation of the climax of the Battle of the Atlantic, 
in the early months of the year 1948. That was the time of the last 
German victories in the Atlantic (FPeb/Mar 42) after which the tide 
turned wholly in favour of the Allies. This was to a. great part due 
to their new weapons, but also to the experience gained by them in 
the fight with the U-Boats. 


As mentioned abowe, the game is for solitaire play. The player controls 
the U-Boats while the convoys are moved in a predetermined manner, Ba— 
Sically each convoy moves in a straight line from east to west, or vi- 
ce versa. To add to the Germans difficulties, convoys can suddenly 
change course to the frustration of the walting U-Boat pack. 

Before the game starts each convoy marker is matched with an escort 
marker in a way so that the German doesn't know which eonvoys are re— 
al and which are dummy only, 

The German (i.e. the player) has to try and intercept these convoys, 
sight them and, if sighted, attack them to gain victory points. 

He may form his individual U-—Boats (which are all assumed to be of the 
same type) into pasks which makes them stronger, but also easier to 
Sight. The Allies also have land—based airgroups used for searching 
and escorting. Weather comes in form of storms which move across the 
board and fog which remains stationary. 


The game has four scenarios (Feb, Mar, Apr, May 48), lasting 15 turns 
each, Number and strength of involved units vary between scenarios, 
While the number of U-Boats is increased, the Allies receive stronger, 
though not more, Escort Groups and better, that means farther ranging, 
Air Groups. This of course means that the German will take more los— 
ses in combat, 

Victory is based upon Victory Points. The German receives 0—4 VP for 
each attack, but loses 2 VP for each U-Boat sunk. 


There is one historically inaccurate point in the game concerning the 
humber of U-Boats used for search and combat. In WW 2, the number of 
Ships sunk in a convoy depended on the number of U-Boats that attack— 
ed that convoy. The more subs, the more cargo ships that are sunk, In 
"Wolfpack" however, I have found that adding more U-—Boats to an at— 
tack increases the VP average only very little. The escorts on the 
other hand have a greater chance to sink one or two of the attacking 
U-Boats. It sin't something that makes the game unrealistic, but one 
does note the fact when playing the game. 

SPI has made all tables decimal, as in Strategy I e.g.; people who 
don't like drawing chips from a cup all the time, should get themsel— 
ves .a pair of decimal dice. 


As far as I can judge, this is a good simulation of the Battle of the 
Atlantic. It does show some ~ not all — aspects of submarine warfare 
in WW 2. The scenarios demonstrate very well what the Germans had to 
put up with once the Allies had their new weapons in sufficient num 
ber, and the player will usually get quite a thrashing in the May sce- 
nario. However, a good simulation isn't a good game yet.... 

"Wolfpack" is a game that involves quite an amount of luck. Just about 
everything except the movement of U-Boats is determined by die-roll,. 
This belongs into the same chapter like command control, it's SPIs 

new idea what a wargame is like... 

I can only say I don't like it, but gambling souls will just love it. 
The game isn't 100% chance though, and if you're interested, you might 
be able to play it several times trying out various methods of using 
your U-Boats. 


"Wolfpack" isn't a game to get excited about. If you don't have any— 
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body to play where you live, you will like it perhaps since the soli- 
taire rules work well (and are much better written than a lot of SPIs 
other rules; wlh.). After a few games you will probably have found a 

reasonably sound tactic, so, it will be up to the die, if you win or 

not. 

I wouldn't recommend it to anybody who doesn't get it in S&T. At g 8 

or more (SPI-UK: Z% 3.99) it is definitely overpriced. 


CLIFFORD L. SAYRE (USA): "I got my S&T 47 in the mail last week... 
"Wolfpack"? As a naval buff, I think "Wolfpack" is terrific. In fact 
I've been so intrigued with the game and rules, I haven't read the zi-~ 
ne yet. I got so fired up I sent Steve Cole (JP & BW) Part I of a two 
part article... which he may or may not see fit to print." 


(USA/Switzerland): "Here are quotes from my Dads letter: 
\ is an outstanding simulation of strategic undersea war- 
fare. The solitaire game is exciting to play, and enjoyable to hoot. 
Theretare a lot of lot of rules, and I forgot a few the time I tried 
it out, so I won a victory as the German that was perhaps not deser- 
ved. The next time I try it, it should prove more difficult for the 
Axis. The game has air search; storms, fog, dummy convoys, and is ve-— 
ry well thought out to recreate the uncertainty of the real situation 
in the North Atlantic in the early 1940's." 


THE REAL DESTINY OF THE "WOLFPACK" U-—BOAT-UNITS 
en RS ENE UE te ODP PACK" U-BOAT—UNITS 


wih, Whether I didn't like the game, I shall give to those of you 

who are so fascinated by it a list showing the last commander of the 
U-Boats used in "Wolfpack", and the date of their sinking, and also 
the place where they disappeared} the sign "t" means a total loss (no 
survivors); "x": sunk, survivors} I am quoting from a list f@iving the 
destiny of all German U-Boats, to be found in the (German written) 
pocketbook: Herlin, Hans: Verdammter Atlantik. Schicksale deutscher 
U-Boot—Fahrer; Miinchen: Heyne 1971. 

(Besides, I am very astonished that the so obviously compiled histo-— 
rical articles in S&T are published without the slightest bibliogra— 
phical note — and this despite their big amount of academically trai- 
ned readers...) 


69 Kptitn Ulrich Graf 


U 17.2.43 N-Atlantic t 
U 89 KorvK Dietrich Lohmann 12.5.43 N-Atlantic t 
U 107 Ltn Karl—Heinz Fritz 18.8.44 between Lorient and ? + 
U 109 Obltn Joachim Schramm 7.5243 N-Atlantic a 
U 125 Kptin Ulrich Folkers 6.5.43 E of Newfoundland t 
U 169 Obltn Hermann Bauer 27.3.43 N-Atlantic— £ 
U 174 Obltn Wolfgang Grandefeld 27.4.43 S of Newfoundland x 
U 175 Kptin Heinrich Bruns 17.4.43 SW of Ireland x 
U 189 KorvK Hellmut Kurrer 24.4.43 E of C Farewell + 
U 191 Kptin Helmut Fiehn 25.4.43 SEH of Cape Farewell t 
U 192 Obltn Werner Happe 5.5.43 N—-Atlantic + 
U 201 Obltn Giinther Rosenberg 17.2.43 E of Newfoundland + 
U 203 Kptin Hermann Kottmann 25.4.43 SE of C Farew. (Greenl)x 
U 209 Kptin Heinrich Brodda 19.5.43 N-Atl, near Greenland t 
U 225 Obltn Wolfgang Leimkitihler 21.2.43 N-Atlantic t 
U 227 Obltn Jiirgen Kuntze 30.4.43 N of Faroder tc 
U 258 Kptln Wilh v Maszenhausen 21.5.43 N-Atlantic t 
U 266 Kptin Ralf von Jessen 14.5.43 mid—N-—Atlantic x 
U 268 Obltn Ernst Heydemann 19.2.43 W of Nantes t 
U 273 Obitn Hermann Rossmann 19.5.43 SW of Ireland t 
U 304 Obltn Heinz Koch 28.5.43 SE of Cape Farewell + 
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U 332 Obltn Eberhard Hitittemann 2.0.43  Biscaya .’ t 
U 376 Kptin Friedrich Marks 10,4.48 Biscaya + 
U 381 Kptin Wilhelm Heinrich eS 

Graf von Piickler u Limpurg 19,5.43 SE Cape Farewell a 

U 384 Obltn Hans—Achim von Rosen- ; 

berg~Gruszcynski 19.38.43 SW ireland + 

U 482 Kptiln Hermann Eckhardt 11.38.43 N-Atlantic x 

-U 488 Kptin Heinrich Heinsohn 6.5.48 NE Newfoundland + 
U 439 Obltn Helmut v Tippelskirch 3.5.43 NeAtlantic x 
'U 444 Obltn Albert Langfeld 11.8.438 mid—N-Atlantic om 
U 456 Kptltn Max—Martin Teichert 18.5.43 mid-N-Atlantic ug 
U 463 . KorvK Wolfbauer 15.5.43 SW of Secilly-Islands t 
U 465 Kptln Heinz Wolf 5.5.43 Atlantic t 
U 466 Kptin Gerhard Thater 19.8.44 in Touton (self-sunk) - 
U 467 Kptin Heinz Kummer 29.5.43 SE Island + 
U 469 Obltn Emil Claussen 27.38.48 S Island t, 
U 519 Kptitn Giinter Eppen 10.2.48 SW Ireland t 
U 526 Fptitn Hans Méglich 14.4,43 near Lorient (mine) x 
U 528 Kptitn Georg von Kabenau 13.5.438 SW Ireland ‘ 
U 529 Kptitn Georg-Werner Fraatz 15.2.43 N-Atlantic + 
U 581 Kptitn Herbert Neckel 6.5.43 NE Newfoundland + 
U 569 Obltn H Johannsen 22.5.48 mid—N--Atlantic x 
U 606 Obltn Hans Dohler 22.2-43 mid—N-Atlantic x 
U 609 Kptltn Klaus Rudloff 7.2.43 mid-~N-Atlantic + 
U 623 Obltn Hermann Schroder 21.2.43 N-Atlantic ae 
U 624 Kptltn Ulrich Graf von Soden-— 

Fraunhofen ey Es 7.2.43 N-Atlantic t 
~U 6380 Obltn Werner Winkler 4.5.43 N-Atlantic ne 
_U 632 Kptltn Hans Karpf 6.4.43 W Ireland t 

U 685 Obltn Heinz Eckelmann 6.4.43 SW Island ts 
U 633 Obltn Bernhard Muller 7.38.43 mid--N-Atlantic t 
U 688 Kptitn Oskar Staudinger 5.5.48 NE Newfoundland © 
U 640 Obitn Heinz Nagel 17.5.438 N-Atlantic ty 
U 646 Obltn H Wulff 17.5.43 SE Island XG 
U 657 Kptltn Heinrich Gollnitz 14.5.43 N—Atlantic t 
U 659 Kptltn Hans Stock 3.0.43 N—-Atiantic ee, 
U €63 Kptitn Heinrich Schmid 7.5.43 in front of Bistaya = +% 
U 665 Kptltn H J Haupt 22.3.43 Biscaya t 
U 710 Obitn Dietrich von Carlowitz 24.4.43 $8 Island + 
U 752 Kptltn Karl—Ernst Schroter 23.5.43 mid—N—Atlantic + 
U 753 Korvk Alfred Manhardt von 

Mannstein 15.5.438 missing t 
U 954 Kptltn Udo Lowe | 19.5.48 N-Atlantic as 


Let's hope that I didn't forget anyone; actually, U 466 is not inclu- 
ded in the game, 


(Besides, another interesting book about the U-Boats, originally 
written in French, available also in German: Peillard, Léonce: Hi- 
stoire Génerale de la Guerre Sousmarine 1939-1945; Paris: Laffont 70, 
and in German: Miinchen: Heyne 1974). 

(Some more details, taken somewhat by chance from this just mentioned 
book: U 201 and U 69 got sunk by the "Fame" and the "Viscount"; U 444 
-heavy dammaged by the "Harvester", sunk by the French "Aconit" (and 
"Harvester" was sunk by U 432 - and U 482 got lost an hour later) 
(convoy HX 228).- Only U-384 got sunk when three U-Boat groups, 38 
units, attacked SC 122 and HX 220 (92 trade~ships): 27 ships, one 
convoyship, a total of 140'000 BRT got sunk on this March 18, 1943.~ 
468 was no battle-U-boat, but a supply-—submarine (milkcow), and got 
sunk by a Halifax air-—craft of crew 58; also sunk by planes: U 332; 
109, 663).(Some of these U-Boats fought against the famous convoy 
POT, duly 1942: U 225,376, U.4565 ec cete etc).- 
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PLETCHER PRATT etc. (by Clifford L Sayre, USA) 
SA VEen PRATT ete, 


(wih, Actually, these lines have not been written as an article — 
they are part of a letter Professor Sayre wrote to me; but I find the 
Se informations might interest a lot of you also - therefore s..9, 


Fletcher Pratt is, or was, a well-known writer on military affairs 
(& la Hanson Balwin, if you know that name). Mr Pratt also wrote a 
number of popular books "Secret and Urgent - The Story of Codes and 
Ciphers", a biography of John Paul Jones for young readers and many 
other books as well as articles for magazines. 


In the early stages of WWII he developed a set of rules for modern 
naval miniatures. Whether they are completely original with him, or 
derive from naval miniatures rules extant at that time I do not know. 
I still have my copy, but I couldn't find it tonight to refer to. 

I was in highschool at the time and had been a naval buf? Since the 
age of eight or ten (probably Subsequent to a visit to Annapolis with 
my parents). I had been constructing 1:1200 models of warships from 
plans which appeared in "Popular Science" magazine in the late '30s. 

I branched out to visit the downtown library (an all day trip with 
my lunch in a brown bag) to devour the statistics in Janes Fighting 
Ships when I wanted more models then the few printed in PS, 

Well, Fletcher Fratt's rules provided a formula for calculating ship 
values and making up a damage table. There were all the rules for 
Sighting and fighting, torpedoes, etc. A eroup of us highschool stu— 
dents who built the 1:1200 models pot together and had Sea battles ac- 
cording to the F.P. rules in a large floor area at school after hours, 


Although I Stopped playing when I went off to college, many clubs were 
formed during the early '40s and people continued to play. Some of the 
clubs have continued over the years and others have been formed in ree 
cent years with the increased interest in military miniatures. The 
‘Spartan" group in California apparently has a rather strong interest 
in naval miniatures. They no longer use F.P.'s rules (although other 
groups still do). 

. The "Alnaveo" Company in the US is a distributor for Superior Models 
‘which date back to WWII and the 1:1200 recognition models used to 
train military personnel in identification. "Alnav co" is a kind of 
Clearing house for news of goings on in the F,P, (and related) naval 
miniatures world. They publish a small Magazine, the "Alnav co Log" 
which is part ad and part devoted to naval miniatures news. They also 
Sell a game which they produce..called "Seapower" which is essentially 
a descendant of F.P. rules, 


Personally, at this time in my life, I find naval miniatures rather 
tedious. I do enjoy playing SPI's "CA" which is a boardgame derivative 
of naval miniatures, but much more fast-moving and requires less spa- 


Gers 


SOME MORE INFO ABOUT PTS o(wlb Po have cia different recent addres-— 
ses of Alnavcos in "Moves" 15, p 20, you will find: Box 3, Westfield, 
NJ O7091, USA; in "Signal" 66, p 4: Box 9, Belle Haven, VA 28806, USA. 
(John Mansfield writes there that Alnaveo is selling Pacific Battle 
Charts with a capsule history of all major engagements - a large one 
for BS, a small one for $24 — and also naval statistics, Ship silhouet- 
tes.- "Alnavco Log", highly rated by George Phillies in "Moves" is 

$3 a year. : 


LOU _ZOCCHI in his newest catalogue, nbout the "Original Fletcher Pratt 
Naval Wargame Rules": "During the 1930's, the noted naval historian 

and successful writer, Fletcher Pratt, devised a miniatures simulation 
of modern naval warfare. It was so accurate that it showed how 3 Bri-~ 


tish cruisers could beat the German pocket battleship, Graf Spee, month 
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before the actual real life battle occured. His original rules were 
published in 1948 and enjoyed great popularity but dropped from cir- 
culation shortly after WWII. In the early 60's, the game was redis— 
covered by a small group of Chicagoans and permission to reprint the 
book was obtained. The reprinted book uses Pratt's text and his wi- 
fes illustrations from the 1943 version", 

(Lou Zocchi, 1513e Newton, Biloxi, MS 39532, USA, sells this rule 
book Poros Sys) 44 is Silso ancluded. ia the "Fleet Game" set (930), 
and in the "Battle of the River Plate" set ($10); each of these sets 
comes with "easily assembled cardboard models of the Graf Spee, Exe 
ter, Ajax and Achilles" — and a lot of markers, arrows, cards, sheets 
etc. 


HISTORY OF WARGAMING, besides: Cliff Sayre has found "a good chapter 
on Wargaming and some history" in "Fundamentals of Naval Operations 
Analysis" (Annapolis, Md: US Naval Institute 1970), and I may also 
remember the titles given in a former issue of E: Andrew Wilson, War 
Gaming (Pelican 1970)(= The Bomb and the Computer); John P Young: 

A Survey of Historical Developments in War Games (Hopkins Universi- 
ty, April 1960) (available by your U-library), and the excellent ar- 
ticle, including our kind of wargames also, in S&T 33: Campion, Mar~ 
tin and Patrick, Steven; The History of Wargaming (cf E 2a pel Se) a 


BATTLEWAGON SALVO is a new naval game, designed and sold by Lou Zoc- 
chi (cf above) ($3$4+91 postage) — miniatures, simple looking — maybe 
more about it later: I'll get it within the next weeks, I hope. 


JUTLAND, 2nd Edition (AH) seems to be "essentially the same as the 
original except for a reorganized rules folder. The rules have not 
been changed to any degree. A couple of mini-scenarios and a victory 
point system have been added" (Cliff Sayre) - what a pity... 


FRIGATE (SPI) ~ ordered in August 74 from SPI-UK — still did not 
deign to arrive here, nor any word from Maleolm Watson... G&¥+611! 
The reviews I have seen so far (by Paul Bean in "The American Warga- 
mer" II,5, and by Richard Berg in "The K"t 9-2 — not to forget the 
words of Jack Greene in "Europa" 3) make me believe that for once 

I shall not get disappointed when I shall try to play this game — 
hopefully within the next days. 

You may get this game by The Wonderful World of Games 314 Marshall 
Avenue, Laurel, Maryland 20810, USA, within ea 6 wooke and for only 
6.95, postpaid!; G.e. faster and cheaper than from anywhere else. 

The UK—price will be ca Vai). postage -— can't tell you exactly, 
Since I got no new catalogue/pricelist also...)(About this whole pro~ 
blem: cf somewhere else in this issue). 


RULES FOR NAVAL WARFARE 1000 BC TO 500 AD (WRG): Ancient Naval Rules 
from Wargames Research roup (WRG) done in their usual professional 
style. These rules by their simplicity are suited for large fleet 
actions. The game can be played on a hex-grid; ships, of which a 
great number of different types are provided, have point values. The 
game is mainly manoeuvre very little decided by the die. 

Another almost miniature game which I recommend to board—gamers, es— 
pecially since this one is almost like a board-game. (Ship models 
have to be made or bought) (Harti Ammann) . 

(WRG, 75 Ardingly Drive, Goring-by-Sea, Sussex, UK) (65p, post paid), 


FORPEDO ATTACK: (The Chinese Emporium, Hong Kong, $1.20HK) I just 
HAVE to quote what Richard Berg wrote about this game in "The K" 9,8; 
"Now here's a true humor item. The Chinese (mainland style) have a 
long way to go to catch up to us in at least one category, and this 
is not an auspicious start, Makes checkers look complex. Packaged li- 
ke a cheap firecracker; it wouldn't intellectually challenge an arma- 
dillo. Not that it's meant to; after all, what do you want for 380d?" 


E 4/5, page 35 NAVAL MINIeREVIEWS 
HK KK KKK KKK HHH HK HH HK HK KKH HK HH IKKE KKK KE KKH HHH HK KE HK HHH KH HK KK KEK KKH HK 
TITANIC: "A game based on the days of big fast liners and the running 
back and forth between the UK and NYC. Looks very simple as far as 
the board goes but has 3 dice so it has possabilities. Price is $8 
from: Titanic, Tink Game Co, Pier 7, Leslie, MI 49251, USA" (John 
Mansfield in "Signal"). 


WOODEN SHIPS AND IRON MEN (by Jack Greene, USA): "It is a great ga- 
me of the sail era. The battles covered are about a dozen single ship 
actions (most being the famous U.S. frigate actions of the QOuasi-War 
and the War of 1812), plus The Nile, Trafalgar, and the First Battle 
of Lissa, 
Movement is simultaneous but a lot less trouble then in some of the 
S’I games. One can fire ball, dcuble-shot, chain, or grape. One can 
board, set extra sails, run before the wind (at a higher rate of 
speed) y plus many other features. 
This game really captures the flavor of the era, and unlike "Fragate" 
(SPI), is oriented towards single-ship actions. 

he counters themselves represent the actual sailing vessel and are 
two hexes long. At first the rules look hard but one quickly gets the 
hang of this game and it will not collect dust. Highly playable, it 
does surrender a little in the way of historical accuracy. 
All in all, buy it if the sailing era is your period of enjoyment." 
(Cf also Jack's comments in E 8, p 34). 


Also Richard Berg (in the Reviewing Stand of "The K") speaks of an 
Ree Seis Ser ee ; ee ; 
*exciting combat game that should appeal to most": "interesting, well- 
produced" — "intricate combat rules" — "but 2—hex configuration hin- 
ders maneuver, slows down game" ~ "excellent phvysicall including 
2 phy ys & 


Sample 'game' which is extremely helpful" (The K 9,3: p 6). 


(Available by: Battleline Publications, PO Box 1064, Douglasville, 
CA 30134, USA; $8 + postage; I wrote them ~ without having got an 
answer yet — since their overseas postage-fee of ¥ 3.50 seems still 
to be exorbitant. $1 would be fair, maybe you should just try to get 
the game including this amount only for postage...). 


CORAL SEA (Game Designer's Workshop, 203 North St, Normal, Ill 61761, 
USA; $7.75+p) finally. Up to now, [ didn't get any comment about this 
game. 

In "Signal" 71,8 a certain "JG" writes that it is "an excellent though 
long game. I felt tha rules needed some more work” .Vhub “Tas defi 
nitely different. and causes suspense to build with the incredible 
amount of hidden units". 

Richard Berg (in The K, 9,3: p 8) comments it more detailed - I only 
can quote here a few sentences: "A very interesting system (...) with 
well-designed mechanics and some nice innovations has been saddled 
with a relatively dull situation". Despite several draw—backs he men-— 
tions his summary is: "In all, an exciting treatment that is superi- 
or to its subject". : 

The postal communication between GDW and Continental Hurope seems to 
be rather difficult ~ or so; at least I even didn't get a prospectus 
of their products up to now ~ therefor, no description; there is one 
LA Del AG yop ia ien & : 


BROADSIDE (1200 Model Ship Society, 18 “roxton Rd, Nunhead, London 
SEI5 2BN, UK) ~ a zine for the modelling naval wargamer, probably, 
with some historical articles. Haven't seen a copy yet. 


BATTLEFLEET, magazine of the Naval Wargames Society (W. E. McKenzie, 
16 Hugo Rd, London N19 5EU, UK; ef Capsule Biographies in this issue) 
Subs’ for 12 issues: UK/Europe & 1.50, USA $5 surface, $64 air.- 7712 
had 18 mimeographed pages, containing articles and reviews and ads 
for Navwar’ products. Articles "The Fastest Cruisers", 4 report "Na 
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poleonic Naval Campaign", Meeting Reports.— News and Question-Box will 
be future issue's innovations. 


RE; SEASTRIKE: The Seastrike~review in E 3 caused a reply by WRG's 

Bob O'Brien: "Harti Ammann stated Strike aircraft are too powerful — 
this is something we have never found in any game I have played or 
heard of ~ don't forget you have to get EACH aircraft off the ground, 
and then unless you are guided in by a friendly warship, the Strike 
has to "find" its target. One should protect each group of ships when- 
ever possible with a SAM equipped AA ship, and personally I always 
play using the option of gun as AA weapon. Strike Aircraft tend to be 
very brittle, and we find that they are best used at what one thinks 
is the crucial point, and then all at once, not in little groups. 
Giving Interceptors the ability to operate in the enemy SeasSpace — 
could be done, but don't forget that they could then come within 

range of land based SAMs and might then be shot down before they could 
then come within range of land based SAMs and might then be shot down 
before they could contact the bombers ~ AND THEN, he aborts the Stri- 
ke and conserves his aircraft for an attack on your HQ say, having 
weakened your Interceptor force...". 

(Thanks, Bob, I hope a lot of other readers also will start to com— 
plete end comment our articles and reviews; wlh). 


THE EVOLUTION OF "SEASTRIKE" (by Robin Wyatt} (© Robin Wyatt 1974) 
ait BVOLUTION OF 'SEASTRIKE" 


(wlh. With the kind permission of Bob O'Brien we can publish this ar-- 
ticles though it was recently published in "Albion" 49, I think the 
Space needed will not be vasted: despite all the sample—copies I have 
-Sent them we only have a few ex~Albion-readers ~ and for all the rest 
of us, the article shows something which might be important: the pro- 
blems involved in inventing a new game). 


"Seastrike" has its roots in a game, using model ships and dice, which 
my brother and I played in about the late 1940's. I cannot remember 
much about that game but a flavour of its excitement has remained with 
mes. That flavour caused me, one evening in 1961, to toy with a game 
involving matchsticks representing ships and a pack of playing cards: 
after 12 years of erratic evolution that game emerged as "Seastrike", 


Its evolution had two distinct phases: the first lasted 11 years du- 
ring which I developed the game's mechanics; and the second a few 
months during which I rethought the mechanics and put them into a new 
context, 

It's hard:to say why I kept the thing going during the first 11 years: 
it was very much a Secondary concern and, anyway, I was not particulaz.- 
ly interested in wargames and knew nothing of what others were doing. 
As a result I had to tackle the classic wargame problems — space, ti- 
me, scale, terrain, movement, conflict, deception, chanee etc, — in my 
Own way. These problems interested me and I turned to them from time 

to time: perhaps it was fortunate that I had no deadline to meet, And 

I am sure it helped that, during the first 6 or 7 years, I knew virtu-— 
ally nothing about the realities of naval warfare and was able to evol-~ 
ve simple mechanics without the complination of attempted simulation, 
So, by 1967, I had a workable little naval wargame played with model 
ships. 

Then the complications arose. For reasons uneonnected with the game, I 
had become involved with weapon systems and naval matters and realised 
how elementary my game was. So I set about the impossible but addicti- 
ve task of simulation: as accurate detail was introduced in one area 

so it became harder to justify approximation elsewhere. This was intel-. 
lectually stimulating, But alas, as it became more complicated, I got 
less and less enthusiasm from those I asked to piay 2. 
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In 1972, I entered the second phase setting myself a new task: to de— 
Sign a game based on my old game but with commercial potential. The 
new game was to appeal to those who are interested in wargames but, 
on the one hand, have neither the time nor the patience for long sete 
ting up periods, complicated mechanics and bookkeeping or a lot of 
technical detail and, on the other, would be bored by trivia, It 
would be realistic, fast moving and exciting but simple in operation. 


However, I decided to overlay that with one aspect of the real world: 
the agony of mind involved in planning an operation when inadequate 
resources are available to meet an. ill-defined problem. To that ex- 
tent the game was to be a genuine simulation of almost any military 
planning situation; and particularly the dilemma of the modern naval 
planner: as funds are limited and weapons systems enormously expensi- 
ve it is difficult to achieve a balanced force and, aS weapons sys-— 
tems and techniques of warfare evolve without operational testing, 
decisions made today could prove disastrously wrong tomorrow. So, the 
game was to be a decision making exercise followed by an exciting and 
relatively simple wargame which tested the validity of the decisions 
made, 

Also I decided that the game should be: different from anything done 
before, visually attractive, playable by two or more people, such 
that no two games were the Same, a mixture of skill and chanee with a 
bias towards skill, playable within about 8 hours, a reflection of 
the economic and technical realities of modern naval warfare, set in 
a believable political/economic context and contained within a simple 
and elegant structure, I resolwed to be ruthless in eliminating any 
features, however interesting, that made it difficult to achieve the- 
se objectives, 


As my thinking developed, I fixed a number of matters which would 
keep the mechanics simple: 

1. the movement indicator concept was to be used to:éliminate a board 
and to give the game variety and fiexibility: it meant that ships 
would move, in effect, in one scale and fight in another; 

2. the relationship of cards (no dice) to counters (I decided against 
models early on), the use of symbols on cards and counters and the 
ability to mark hits on counters were to be used to eliminate Combat 
Results Tables and bookkeeping; : 

3. one set of cards was to be used and their design limited to five 
serments (including the centre) as that looked right and was easy to 
read. This, in turn, limited offensive weapons to four basic types; 
4. the operation and performance of weapons were to be based on pu-— 
blished information but should be kept very simple. For example, no 
account would be taken of the effect of distance and the weapons on 
each side were to have the same performance; 

5. each side was to have a wide range of ships and weapons to choose 
from but a very limited budget. One important result was that only a 
limited number of ships would go into action; 

6. each side was to have a different objective. This meant that, as 
each objective had to ‘live with! every other objective, they had to 
be reasonably simple; 

7. the game was to be set in the near future, enabling me to make 
broad assumptions about the types of weapons available; 

8. each side was to represent a small though technically advanced 
country. This enabled me to assume that major weapons systems were 
not available; : 

9. the area represented in the game was to be small — about 150-200 
kno leone th. Iniyew of the seats “f-chose (lem=lkm), this made an 
ordinary dining table ideal and avoided range /fuel problems; and 

10, the game was to take place in 'real.time', ranges and speeds be- 
ing reasonably accurate. But all ships (except submarines) were to 
have the same maximum speed. 
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Also, the game was to include features enabling one side to deceive 
the other about its true strength, and provision for more than one 
player per side thus introducing problems of leadership and communi- 
cation. 


By early 1973 a prototype of "Seastrike" was developed. I hawked the 
game around the major manufacturers. All turned me down: not "a viab— 
le proposition", "of no interest to us", "would not fit in our pre- 
sent range of production", "we do not believe we could achieve a suc— 
cessful commercial proposition from a game based on this theme", 

"not suitable for our production" etc. Perhaps they were right. 


But the Wargames Research Group were interested. A debate with them - 
particularly Phil Barker — about whether I had gone too far in simpli- 
fying the game caused me to introduce a range of optional rules and 
other material. I] was heading back to simulation again: in the end 
the Research Group had to stop me from adding more refinements! (Not 
because we objected to them - we had to try a deadline to finalise 
the game for production; WRG). But this time the game remained es- 
sentially simple and the main result was the ease with which advan— 
eed features can be progressively introduced at the players' option 
without any change to the basic mechanics. I beliewe this enables 
"Seastrike" to appeal to the more general public and to established 
warpamers: time will tell. 


By the endof 1973 the design was frozen and in May 1974 "Seastrike" 
was published — possibly thirty years after its ancestor game was 
first played: 


©) Robin Wyatt 1974.- 


(As you know, "Seastrike" is available by WRG, 75 Ardingly — 
Goring by Sea, Sussex, UK; UK: & 4.50, Europe: % 5.15, USA: ¥ 114), 


WARGAME DESIGN: It might be interesting for some of you that Lou Zoc- 
chi (1513¢c Newton, Biloxi, MS 39532, USA) also sells a booklet "How 


To Sell Your Wargame Design" — $5+91 postage. 

(How to produce and sell wargames, advertising, marketing royalities, 
discounts, printing, layout, packaging, where to buy dice, die eut-— 
ting, boards, etc. 


RE: WOLFPACK: I just got another letter from Cliff Sayre (USA): "I am 
currently engrossed in "Wolfpack". As an ex—naval officer with ASW 
training and a long time naval buff, I have found it very exciting, 
Here are a couple of modifications which will add some ‘dirt! to the 
play, but which I think are needed to prewent the player from track— 
ing down, finding and sinking 'phantom! convoys which he should not 
have known about 'as the passed in the night’; 

RK 1: All submarines and groups of submarines may use only + the nor- 
mal movement allowance, unless responding to the scene of an authentic 
Sighting report from another sub or group. 

R_2: Any submarine (or group) within 6 hexes of an unsighted convoy 
may not be reoriented. Such sub or group may only move in a random di- 
rection (determined by die roll) and MUST move a distance equal to 4 
the normal movement allowancei The sub or group may be oriented at 

the end of movement to suit the sub commander. 

R_3: For purposes of attacking a sighted convoy, U-boats may occupy & 
hex jointly with an unsighted convoy at the end of a move. 


RE; FLETCHER PRATT; (by Cliff Sayre, also): "His Naval War Game Rules 
1939) are reprinted in "Naval War Games" by Donald Featherstone (69 
Hill Lane, Southampton, SO1 5AD; LZ 2.45, $7). His book also discusses 

the Fred Jane Naval War Game Rules (ca. 1900) which, I believe, are 
available in the “Arco” reprint of 1904/5 or 1905/6, editions of Janes 
Fighting Ships." 
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MULTI-PLAYER GAMES — A PERSONAL VIEW (by Hartley Patterson, UK) 


In wargaming two-player games are predominent, for the obvious reason 
that in military situations there is only "us" and "the enemy". This 
is of course a gross simplification — real life just isn't that simp— 
le. 

While I do a lot of two-player gaming FIF, by post I far prefer the 
multi-player pames. There are a number of games that can only be play- 
ed by post in this category. 


Only one true multi-player hex grid type game has so far appeared ~— 
"Strategy I". Published in 1971 (SPI), it is now rather outdated go 
fast have design techniques impwved, but it is still a good buy. 
For those who haven't seen it, it uses a map of an imaginary conti- 
nent, and a set of rule modules which are applied to a series of sce- 
narios running from Alexander the Great to World War Ela SPI (the 
designers) intended it as » basis onto which players could impose 
their own rule amendments. 

"Strategy I" works best in the 17~19th Century, where the rules are 
fairly simple but decisive victories are possible: earlier scenarios 
have much dependence on 1:1 attacks on forts (realistic I suppose!) 
while later ones require a prent deal of paperwork. I believe there 
are one or two modern period postal games running. 


A second type is the miniatures campaign. Here the actual battles are 
fought out on the table top while the Strategic manoeuvering is done 
by post. 

Of these, "Hyboria" is a good example: it uses the Conan stories of 
Robert E Howard as a basis. Howard placed his hero Conan in a eareful— 
ly detailed imaginary world, and in "Hyboria" the players take the 
parts of characters from the stories. 

"Midgard" is another such, using a map devised by the players themsel- 
ves: both these are UK based, and both have games derived from them 
running in the USA, 

rArmaggedon" is played by the German Swords & Sorcery club "Follow", 
all members having some part in it. 

There are all fantasy games, using rules for ancient warfare and ad- 
ding some for magic. I would Suppose there are postal campaigns set in 
historical periods, though I've not encountered any yet (anyone?). 


Finally come "Diplomacy" and it's variants. My interest in "Diplomacy" 
is a minority one: I prefer the more exotic variants and press. 

A variant is a game using the basic "Diplomacy" rules. It may have a 
different or altered map. Most possible historieal periods have been 


covered by now, as the list in "Huropa" 3 shows. 


Some "Diplomacy" variants are so far removed from the standard as to 


be effectively different games, "aypereconomic Diplomacy" for example 
has a complex economic set-up which can allow 'off-board' players to 
buy their way onto the board. 

"Slobbovia" has no possible ending, as a revolt rule breaks up large 
countries, ne 
"Slobbovia" is an example of a game where the press has become grea— 
ter importanee than the diplomacy. 'Press' was in the early postal 
games short pieces written by the players purporting te be cuttings 
from newspapers. Modern press can take many forms: references to the . 
hobby, politics, history, literature ete are common. The ore proli-~ 
fie writers often have their own characters who turn up in all their 
games. 


(wlhe: Could somebody out there send me an article about Di ~press, 


. * 4 . . “ lee repeater scese pee! « 
giving and explaining good examples ete? And ecaula somebody write so~ 
mething about yperec ~ and the other games mentioned here?) 
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SOME ADDITIONAL INFO ABOUT THE GAMES MENTIONED ABOVE (wlh.) 


Strategy I is actually played in one of the better UK-—Dippy-zines, 

in "Bellicus" (Will Haven, Victoria St 4, Chorley, Lancs UK); a game 
on Scenario 16 is going on; openings for 'Seenarid 8 (where Harti An— 
mann and me, and some Se are waiting for two more), and there is 
another opening for another Seenario 16 game. 


Hyboria was described in "Games & Puzzles" 23 by Tony Bath; Hartley 
wrote me that "there are no openings — ie was flooded with inquiries 
after the G&P article. 


Midgard — Willy Haughan was "thinking of reopening *Midgard’", but 
"as it turned out, he has found the prospect too daunting, and given 
up" oe 20. 13); Hartley Patterson is looking for a GM (game-—ma— 
ster). 


Elsinor is another fantasy game, run also in the above mentioned "Bel- 
licus", "in which anyone can write as much as they please, provided it 
is consistant with what has gone before, and it makes interesting rea- 
ding" etc, — the maps of "Elsinor" have been given in a recent issue 
of "Bellicus" (B 19 but the discussion is going on, whether the game 
is. really "interesting reading", 


Re: Strategy I: Sorry, I forgot to mention that. "Strategy I" (and 

also "Multi-Panzerblitz" - and all other CoSim-games) can be played in 
"Battle Ground", the zine of our friend Nicky Palmer (Lehvaldsve j 3,82, 
DK-~2800 Lyngby, Veneer) (ros NGC-members only; more about it in the 
Co-Sim--games part of this issue). 


FOLLOW: "which stands for ‘Fellowship of the Lords of the Land of Won- 
der’, is a German fan-organization which deals with Fantasy and Sword 
& Sorcery. The club now has about 220 members who are ‘organized in 
clans. Two fanzines, "Follow" and "Magira", are published. These con— 
tain book-—reviews, short—stories, drawings, as well as news about Ger- 
man fandom and the club itself. A sample issue of "Magira" (all publi-~ 
cations are in German!) can be obtained for DM 2.50 from: Hubert 
Strassl, Lachenbachwes 262, D-8101, BRD; there you can getvmore infor- 
mation about the club, too. 

Two stratepic—tactical boardgames are played within the club: "Arma— 
geddon" which is settled in a fantasy-world of the same name, and 
oe which is the PBM—version of it. However, you can't get into 
these games at the moment as both have reached the maximum amount of 
Siopens possible. If you are interested in joing the club or getting 
the rules for "Armageddon" (in German), write to Hubert Strassl (cf 
above)." (by Ingo Baschek, BRD). 

(wih. I must warn you that probably you don't get any answer — whether 
I sent sample copies to some of their members and wrote several let~ 
ters — in German - to Hubert Strassl, I couldn't get any reaction of 
him up to now - if one of you should have more chance, please tell him, 
that I still would like to hear of him...). 


Ragnarok: The above mentioned warning for the two addresses of "Ragna— 
rok"-people: Gustav Gaisbauer, Schiessstattweg 59, D-8390 Passau, BRD, 
and Hermann Hausrucker jun, Waldschmiedstr 41, D- 8390 Passau, BRD.- 
Maybe, you have more chances, if you write to 'Lord Hughbold'! (= Hu- 
bert Strassl), ‘Lord Molinor! (G Gaisbauer), ‘Lord Anguisant' (H Haus- 
rucker) ... 


Armageddon: (not to be mixed-up with SPI's Tite peade eae) plays on 
the planet Armageddon, men of different cultural level are involved, 
also typical fantasy—characters; a hexagonal-net is layed ower the six- 
sided symmetric planet (432 hexagons form the Equator of A.), and each 
hex has five different levels (given by colours)... and so on: ask ®d- 
uard Lukschandl, Bredfdallsg. 3608, S~424 35 Angered, Sweden -— or FOLLOW. 
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"Blackmoor" and"Greyhawk" are the names of two "Dungeor & Dragons" 
campaigns played in the USA; Gary Gygax: "They are town/castley — the 
major centers in Dave Arneson's and my campaigns respectively. Supple- 
ment booklets of D&D will be named after them mainly because the ma— 
terials in each will be primarily derived from the respective cam-— 
_paigns. D&D cannot (as yet) be played postally. I am not sure what Da- 
ve has, but there are in 8$"xll" sheets the following maps for "Grey- 
hawk": 4 city, 60 dungeon, about 12 miscellaneous, 40 outdoor. That 
shows what two guys working over a couple of years can produce", 

(More about D&D elsewhere in this issue, cf Fantasy-—part). 


"Hypereconomic Di lomacy" is played in Geoff Challinger's "Hyperion" 
(23 Friestnall Rd, Heaton Mersey, Stockport, Manchester SK4 3HR, UK); 
the rules are given (in six parts) in the above mentioned "Bellicus". 


"Slobbovia";: The game~rules will get published in next"War Bulletin" 

(Hartley Patterson, Cambridge Rd 7, Beaconsfield; Bucks HP9 IHW, UK). 
The rules are also available by Charles C. Sharp (506 W College Ave, 

3, State College, PA 16801, USA), in whose zine "Slobinpolit Zhurnal" 
the game's going-ons are described also. "There Are numerous openings 
for military, political or even church positions" (Diplomacy World I, 
4: 30){cf also 11,5421). Lew Pulsipher (in DipW 1,4: 12) writes: "Most 
of the rules are unique, and the flavor of the game itself unrelated 

to any game I know of." 


"Parliament" is a game Hartley Patterson didn't mention im his artice 
le ~ perhaps by modesty: he published it, the rules are available by 
him (for the cost of postage), and it is played in a sub-zine of his 
War Bulletin, i.e. in "Benjamin Disraeli". "Parliament" is a postal 
game for 7 players. Each player leads a political party in a Mid—Furo- 
yea countrys the game includes elections, coalition Governments etc. 
(Besides: "Bigwig" is game based on the American eleetion system, cf 
S&T 46, p 41, but Sid Sackson wrote me that, though it "is fairly good 
a game, the British game "Election X" is a much better election game 
in my opinion". ) 


"Scrimmage", another multi-player-game, would like to get organized/ 
played by one of our Swedish friends: cf Help Column of this issue. 


Finally, there is another group of multi-player games, the Computer 
moderated games; the one reviewed in the following article, is one 
of them: 


BATTLE PLAN (by Larry Moran, USA/Svitzerland) 


This is a multi-player game for 4-8 players. Each player controls a 
modern European country although the home countries may vary from game 
to game, subject to a few restrictions (such as not allowing adjacent 
home countries). In one game Luxembourg, Cyprus and Ireland may be ho— 
me countries, while in another Belgium, Finland and Albania may be ma— 
jor powers. (This should appeal’to fans from smaller countries who are 
probably sick of playing Germany, England, France and Russia). All 
non~home countries are minors with the exception of Iseland and Swit- 
zerland (why does Switzerland always get left out of the fighting!?). 


Home countries are supplied with armies, navies and air force and can 
build missles and ABM's. Each country begins with the same industrial 
capacity with which to cohstruct new units. Industry may be expanded 
and destroyed. Attacks with armed forses are resolved in the basis of 
Majority wins, but your losses will be determined by how big your ma 
jority is. Missles are very destructive (as missiles tend to be!), 
but can be blocked by ABM's,. Rees 


The object of the game is to eliminate. the. other players by conguéring 
or destroying their occupied territories. Occtipied teftitories inalude 
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the home country and any additional conquered minor countries. Conquest 
is completed by moving your armies into the enemie's country... 


Minor countries also have armies, navies, air force and industry, and 
these may be acquired by the conquering country after attrition due 

to battle. 

However minor countries may also be controlled economically by inves- 
ting sizable amounts of money, and this brings me to the aspect of the 
game which is most interesting and most different from other wargames: 


Each player has an income from his occupied countries. The income is 
determined from the Gross National Product (GNP) which may be increa- 
sed by judicious investments. The money you receive may be saved, in— 


vested in research, invested in increasing your GNP, or spent on pro- 


paganda in other countries. If you spend enough on propaganda you can 
control a minor or cause a revolution in an oecupied country (since 

I didn't make a remark above about Switzerland's strength, I don't men- 
tion CIA now also; wlh). 


There are two strategies to winning, and good players select a combina— 
tion of military and economic attacks (and defenses), Military the go- 


_al is to havemore armed forces than your enemies (or make him think 


you do), and economically the goal is to have aw,larger income, ~ 

My personal preference is to occupy as many minors as possible thus 
creating a 'buffer zone' between your home territory and your enemies 
and to invest as much money as possible in expanding your GNP. 

Ifyou are lucky you will be left alone long enough to build up your 
forces to the point where you can't be beaten. 


"Battie Plan" is played with a computer-—moderator, and the results are 
excellent. The moves and results are easy to interpret and comprehend 


_ even though on a typical turn as many as 100 different ey at— 


tacks may occur: 
I highly recommend this game to Diplomacy—CoSim fans as it combines 
some of the best features of both. 


(wih. Larry Moran, and maybe also Chris Harvey, Rick Loomis and some 
others, will perhaps explain us some other computer moderated games, 
and Larry also told me that he will write further articles about the 
tactics/strategies to be used in BP — I think it would be Bees 
to hear more about this aspect of our hobby.) 


OVERKILL is — as you may remember ~ the name of the UK-zine in which 
sty computer moderated games are run and by which their rules are availab- 

= (hie Harvey, 30 Gorway Rd, Walsall, Staffs, UK); as ce in 
a ere issue of HE, he is paneune "Nuclear Destruction" (Ge P6320) 
"Battle Plan" (% 1.60), "Moon Base" (2 1.50), "fime Trap" (Gets 00). 
Maybe, the expression "zine" is wrong, the tee issue of "Overkill" 
which I saw only was a two-pages-long info-sheet ~ but the game-rules 
I got together with it look fascinating). 


FLYING BUFFALO INC (PO Box 1467, Scottsdale, AZ 85252) (cf E 3,21) mo-— 
derates Chris! and their own games. 

"Raumkrieg" (rules: 15¢) is their newest game (multi-player, 3 diffe- 
rent kinds of ships;, points by destroying enemy, ships)(game fee:.944 ). 


THE FAVORITE (full title is "The Flying Buffalo's Favorite Magazine" 

or TFBFM) is "Flying Buffalo's" zine (address as above; 18 photo—redu~ 
ced, typed pases; bi-monthly) (1 year: US #4, Europe $5, Europe air 9¥8) 
al (Nov/Dec) : Editorial; Ads; Letters to the Editor; ‘The Viking Con— 


-Reetion (Battle Plan strategy); The Sweden Myth (BP analysis); Napole- 


on (Review); The Adventures of Gordap; Chaco (Review); Description of 
BP-60; Sets ce Oh ern osnad games; The Combat Calariaton (review); 


Cosine Nuclear Destruction (variant; rules; news — and the best 


cartoons about wargaming I ever saw (especially the ones in No 20!).-~ 
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CONFLICT GAMMS COMPANY / GAMES DESIGNERS ' WORKSHOP 
a tn at LUNE "WORKSHOP 


wlh., In the very last minute, i.e, Jan llth, I got an =nswer on my 
questionnaire from CGC and GDW. Thank you, really. And of course, in 
Pats cased have to correc wiue | wrote some pages earlier (and se- 
veral days ago) as an introduction to Gary Gygax's TSR-reply on my 
questionnaire (cf: TSR — What's that? in the "Fantasy"-seection of 
this issue), 


A kind accompanying letter informed me: "Please note that I am being 
extemporaneous, and any use you make of my comments should be conside— 
rably rewritten and edited. This certainly isn't presented in a prin- 
table form," 

Now, considering the time left (I would like to mail this issue with~ 
in the next days), considering my English-knowledges also, considering 
finally that you probably would prefer to get these infos just the 

Way you can get them rather than in E's next issue only — I just give 
you the material more or less how T got it, and you may accept it as 

® report of a kind of interview I had with them, okay? 


The most important news first: "Game Designer's Workshop" (GDW) is 

now operating the "Conflict Game Company" (CGC). GDW purchased the 
operation from John Hill (CGC) as of l January 1975. The actual ar- 
rangement is that the people who own GDW (Rich Banner, Frank Chadwick, 
Maze Miller,: and Loren Wiseman) bought CGC and operate it just as it 
has been operated, except the offices have been moved to an office in 
Normal, Illinois, and all four of GDW work at both companies. John 
Hiil's genius still guides the design department of CGC, but this mo- 
ve frees him to do preater games in the near future. 

Conflict Games remains a game manufacturer, distributing its games 
through dealers and hobby shops, GDW remains a mail order operation 
publishing its own line of historical Simulations. : 

GC and GDW are now are now living next door to each other; the addres— 
ses; 

Game Designer's Workshop, 203 North Street, Normal, Illinois S276 1c US 
Conflict Games Company, 201 Broadway, Normal, Illinois 61761, USA. 


“ For clarity's sake, I may repeat: "Conflict Games Co" (CGC) is not the 


Same as "Conflict magazine's the magazine is published by "Simulation 
Design Corporation" SDC) (FO Box 19096, San Diego, California 92119), 
and you all know in the mean—time their Simulations Director, Jack 
Greene jr (ef The Vie from Isla Vista etc). 


The rest of the information I got concerns more GDW than CGC; I suppo-— 
Se, moving CGC had more important things to do than to answer a que— 

stionnaire in details — and it really was fine that at least they wro- 
te a short) lottem iate, i and probably we'll get more about them later. 


GDW is a partnership - four game designers, undertaking to publish 
their own designs, and, where possible and designs are available, pu- 
blish other designs which might be in demand. 

At Four work ful) tome for the workshop, draw Salaries, and in that 
Sense, the Workshop is a real organization, rather than a part time 
hobby. ; 


These four GDW-designers (and owners of GDW) are? 


Paul Rich Banner ~ 28 years old, co-designer of "Drang nach Osten" 
and "Unentschieden", as well as "Narvik". B.S. in History, 1974. 


Frank & Chadwick — 26 years old, co-designer of "Drang nach Osten", 
"Unentschieden", and "Narvik"; sole designer of "Torgaut; MeAy in 
Speech—Communication, 1973. 


eter 


Mare W Miller. ~ 27 years oldy designer of "Chaco", "Triplanetary", and 
"Coral Séa", B.A. in Fociology, 1969. : 
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Loren K Wiseman — 23 years old, designer of "Eagles", B.A. in History, 
TROT O 


Roughly, the Workshop breaks down in four departments: Design, Produc— 
tion, Finances, Shipping. All four are working in the Design-Depart— 
ment: they all design a lot of games, but only a few — the best of 
their designs — then are published. The Production-—Department is hea- 
ded by Rich Banner, controlling the preparation of artwork for the 

' printer, as well as all liaison with the printers, The Finances are 
run by Mare Miller, and the Shipping is headed by Frank Chadwick with 
assistance by Loren Wiseman. 


GDW has suite of offices, totaling the second floor of a building in 
downtown Normal, Illinois. This functions as design shop, warhouse, 
and general offices. 


The Workshop is organised and oriented for mail-order operations, with 
major advertising by direct mail, and in most game magazines. All ga- 
mes are postpaid in the US and Canada, but subject to additional pos— 
tage charges for foreign shipment, as to Europe ($2 per game, surface, 
8 per game air-mail). They do sell to some shops for retail, in sto- 
re sale, They also provide games to Malcolm Watson (SPI-UK), but, as 
you know, they cost you much more, if you get them from there (examp~ 
les: For $1 we pay SFr 2.62, for Zl we pay SFr. 6.20; "Chaco": ¥ 6.50, 
ye 4.25, SFr.: US= SFr 17.03, UK= SFr 26.85, difference: SFr 9.32; or, 
DNO: USA: % 13.75 = SFr 36.02, UK: 2 7.75 = SFr 48.05, diff.: SFr 16.+ 
The postage-fees are at about the same, for some games they are even 
cheaper, if the are ordered directly in the USA...) 


Their games are printed by local printers. This is the standard for 
most game companies in this country. They prepare artwork, take it to 
the printer, get ‘the results later which they pack and mail then. 


They don't like to put out a lot of financial data, for several rea- 
sons. For the standard fiscal year used for gaming companies (1 May - 
30 April), ending 30 April 1974, GDW had sold 1100 games for a total 
of $ 12'000. This figures were published in "S&T". But, we have to no- 
te that this was their first year, and therefore this does not reflect 
a normal operating year. 


In the moment, they are making several deals to improve their standing 
in the gaming community, but these are as yet un-resolved. They probab-— 
ly will have news about these plans by mid-1975, and I hope we shall 

be able to inform you then. 


Currently they are working on several game titles. In early 1975 they 
hope to release "Their Finest Hour" (Battle of Britain/Sea Lion), in 
mid-1975 "Marita Merkur" (the Balkans campaign) should be ready, may— 
be also some of the following titles (which ~ as titles at least - 
are not yet firm): The Crimean War, World War I, Imperium (large sca-~ 
le space-war game), Bangladesh, SSN (submarine/ASW warfare). 


At the moment they sell: "Drang nach Osten" ($13.75), ‘Unentschieden" 
($12.85), "Narvik"(%8.75), "Torgau™ (88.40), "Coral Sea™ (87.75), “Tri 
planetary" (6.80), 'Chaco™ ($6.80), "Eagles™ (86.80). 


Also available are game-—components, ask for their detailed Component 
Frice™bist ; maps, counters, CTR-sheets, rules, and charts are avai- 
lable. 


I don't know, whether they have a catalogue; I didn't get any up to 
now. 


CGC sells: "Kasserine Pass", "Verdun", "Overlord", "Bar-Lev", each for 
$8.98.- CGC-games are available also,, post-paid, by The Wonderful 
World of Games, 314 Marshall Ave, Maryld 20810, USA, for only $7.95; 
maybe GDW-games are available by this source soon also.- 
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RIFLE-MUSKET (SDC): DESIGNER NOTES (by Ed McDonald, USA) 


There were many factors involved in the design of "Rifle~Musket", Many 
vastly different influencing factors combined to make the subject of 
Grand Tacties of the Civil War an interesting and highly complicated 
subject. Consequently, the blending of these factors into a relatively 
Simple game format involved the choosing between "realism" or a play- 
able game, 

Rather than overburden the wargamer with a massive set of rules stud- 
ded with exceptions, complicated tables and vague language, the author 
instead decided to design a playable game that merely sought to empha— 
Size what he believed to be the major factors of Civil War Grand Tac- 
ties. Unfortunately, eertain changes made by "Conflict" tended to pro-— 
duce neither simple nor accurate rules, 


Still most of the major factors can be seen upon the counters of Rifle~ 
Musket. The fire factor of the unit is, in itself, one of the most im- 
portant points to make in the game. As the player will note, the abi- 
lity to eliminate enemy units comes not from related firing on a given 
target, rather it was from a massing of fire from several units upon 
one unit in one fire portion. 

As the player will note, 10 fire factors will only disorganize one 
infantry regiment at best, Whereas, with 20 fire factors the odds are 
2-1 the same infantry regiment will be totally eliminated. Consequent-— 
ly, the more fire factors utilized against a target the greater the 
chance of elimination of the enemy. 

In order to mass the fire against your opponent, it is vital to adjust 
your fields of fire. In the Civil War with the inaccurate weaponry and 
slow rates of fire, it was considered vital to mass fire so as to as-— 
sure hits on the enemy. Consequently, the units would have to occupy 
the position from which to concentrate their fire upon the enemy. The- 


refore, fields of fire had to overlap to assure this concentration of 
firepower. 


Another factor was the improving ranges and accuracies of the Civil 
War weaponry. The vast increase in musket and cannon range due to rif- 
ling was beginning to change the very nature of warfare. Unlike the 
previous period of Napoleonic warfare, hand-to-hand combats were far 
more the exception then the rule. Very often units were taken under 
fire and forced to retreat long before the enemy closed to within 
hand-to-hand combat range. 

With the inereasing range came the increasing ability to concentrate 
fire from more distant locations. More fire could then be delivered 
against a single target, again emphasing the importance of range upon 
firepower and fields of fire. 


The increased firepower of the Civil War heightened the vulnerability 
of massed troops. These problems of massing troops are expressed within 
the target factor in the came, 

As the player will note, the overcrowding of units in squares will on- 
ly tend to limit his firepower and increase the firepower effectiveness 
of the enemy. 

However, on the other hand, the more mass that is thrown into a final 
rush, the better the change of success. The skirmishers in the game 
will tend to protect massed units against fire during approaches to 
final rushes. Still the advantages of mass tend to be outweighed by the 
drawbacks. This was the problem of massing troops that eventually for- 
ced the dispersion of troops in the twentieth century. 


The final decisive factor. in the Civil War was the manoeuvering on the 
battlefield. As Nathan Bedford Forrest said, "I get thar firstest with 
the most." 
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Certainly, many a battle was won with the proper concentration of 
troops at the proper location at the proper time. 

Although it seems relatively easy to move your units to the correct 
location, you will always find your "perfect" battle plans upact by 
terrain limitations and your opponent. 


Once these key factors were included in the design, the level of ope~ 
rations or unit size had to be decided upon. After studying the many 
account of battles, the drill manuals of the period and weaponry, the 
author decided to design the game on a regimental level. Company le« 
vel was considered too small because company tactics were, with the 
exception of skirmishers, subordinated to the movements of the regi- 
ments. Ten companies in line of battle order moved as a regiment, not 
ten separate units. 

As Wagners "Organization and Tactics" state, "the tactical unit is the 
largest body of troops that can be directly commanded by a single leas 
der and, at the same time, be able to appear on the battlefield with- 
out the risk of quickly incurring the numerous losses from enemy fire". 
Certainly, the regiment, not the company, fits this description. Bri- 
gades and larger units tended to lose the ability of one man to con~ 
trol their movements. Consequently, the game was based upon the regi- 
ment as the tactical unit. 


With the basics decided upon it became relatively easy to fill in the 
rules. Deciding upon which battles to use was considerably more invol- 
wed. Each of the four battles had refelct an aspect of Civil war grand 
taetics in a short timé“battle. 

The four choosen do this while still reaming simple and interesting. 
The battles of Little Round Top and New Berne reflect a great deal 
about fields of fire andmobility while still being short and simple 
for players not familiar with the rules. The Monocacy was designed 
with the more experienced player in mind. Finally, New Market (not. in 
issue 7 of "Conflict") was offered as a prime test of Grand Tactics, 
using a combined arms force in an involved battle, : 

But these battles are just a start. If you prefer you can easily de- 
Sign battles of your own. However the player is cautioned to avoid 
full scale battles such as Gettysburg. The rules and fire tables were 
not designed to reflect extremly large fire fights. 


As.has been said earlier "Rifle—Musket" is not what you would call a 
totally realistic game. It contains opinions as well as facts. Just 
because a player disagrees with "Rifle-—Musket" does not mean that he 
is in error. Players are therefore urged to re-design what they dis— 
agree with. The main purpose of the writer has been to get the player 
THINKING. With a player thinking he learns more about the period of 
the Civil War in an enjoyable manner. 


RIFLE—MUSKET; SCENARIO 4 ~ THE BATTLE OF 
by the designer of R-M, Ea McDonald, USA 


Set-up: Use both maps, road 4 connects with road 6. The Confederate 
player places all of his cavalry units on the map with roads 1-4 with— 
in 5 squares of the road 2 map edge. The Union player places all of 
his units on the map with road 5-8. The Confederate player moves 
Pirst; all of his remaining units enter on turn 1 at road 2. 


EW MARKET (May 15, 1864) 


VC: Confederate Objective: Eliminate at least 4 Union regiments OR ha- 
ve at least 4 non—disorganized regiments on the map with roads 5-8 by 
the end of turn 12.-— Union Objeetive: Eliminate at least 5 Confedera— 
te regiments by the end of. turn 12. 


Confederate Forces, Breckinridge's command: 6x Inf Rgt (SPG), 8x Inf 
Comp (SPG, S), ix Inf Bat (SBM, C), Sx Cav Ret ENF), 1x Cav Comp (8), 
Sx Art Battery (12P); & 1-inf and 1 cav command unit. 
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Union Forces, Sigel's command: 5x Inf Ret (SPG), 2x Inf Comp (SPG,S), 
2x Cav Ret (SHC), Ix Cav Comp (SHC,S), 1x Art Bty (12P); & 1 inf and 

1 cav command unit. 


RIFLE-MUSKET: RULE CHANGES (by Ed McDonald, USA) 


The below corrections are not official "Conflict/SDC" changes. However 
the designer feels that these rule modifications-clarifications enhan~ 
ce the overall playability and accuracy greatly. 


Movement, M2: add: An infantry, or cavalry unit may always move one 
square across any terrain per turn. This addition applies to terrain 
features only. 

Movement, M5: delete; instead: There is no need to monitor mounted and 
dismounted status. Simply apply the mounted units movement factor to 
the dismounted units. Apply rule C 1 to the cavalry units. When caval- 
ry units fire they are automatically assumed to be dismounted. 


Combat, C4: clarification, correction: No more than 30 target factors 
in the same square may fire at any one hostile square. No more than 
30 target factors may fire from any one side of the square. 

The examples below rule C~4 show the maximum angle a unit could fire 
from its front. If the direction of the target is not within the ar- 
rows in the example the shooter cannot fire at the target. 


Pictured below is an enfilade and field of fire template (in copying 


“ait, make it to size: 1"x1"; 1 hope the printing of the drawing will 
work —- I never tried before to draw something 6n a stencil; if it 
doesn't work, I'll try again in my next issue... wih): 


(Description of the drawing: letters "F" on the horizontal 
dine, left and right of center; letters "P" on the diago- 

nal lines, left and right below the center; shadowed aera 

between the diagonals over the center; arrow from center, 

vertical to the edge of the unit; wih). 


Procedure: 1, Place the template over the shooting unit. 2. Align 
unit arrow to template arrow. 3. If the intended target direction is 
not within the shaded portion, the shooting unit may not fire at the 
intended target. : 

If the direction does fall within the shaded portion then: 1. Now 
place template over target and align arrow to target unit. 2. Which 
ever line points to the shooter is the enfilade lines Po = partial, 
Besse Polly (wih: "within" could also read "withem" -—- I just have some 
problems with handwritings, sorry). 


Fire Table, Disorganized Explanation: Change the retreat two squares 


to a retreat ONE square. 


Final Rush Table: It is recommended that it be made MANDATORY to en-— 
ter a defeat units square when a "1" is rolled at 3-1 and 4-1. 


Comments on the Battles; Play Balance: 

Round Top: Limit game to 8 turns.— New Berne: All Confederate earth— 
works' arrows must point at the road 8 edge of the road 5-8 M2PD.— 
Monocacy: Drop the Confederate objective of leaving the map at road 7; 
instead require the destruction of 7 Union infantry and both cavalry 
regiments, 


RE: RIFLE-MUSKET: In the very last minute I also got a letter of Ed 
McDonald discussing Martin Menzel's "Rifle-Musket'"-~Review of E os 
though it is long letter, I think we shouldn't omitt it — especially 
also since this issue anyway is a monster in size...Actually, E is 
getting something like a Fantasy game for me: I am in a steady fight 
against a perpetually srowing monster trying to devore me and my time, 
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Dear Mr Menzel, thanks for having choosen my game for review in "Eu- 
ropa". It is a compliment for a reviewer to take the time to examine 
¥ p . . . . . 

the game regardless of his opinion, Although I respect your opinion 
concerning "Rifle—Musket" on the whole, there are a few items I would 
like to clarify. 


In your review you mentioned that the staggered square grid "... cuts 
down on the attacking strength you can uSe on an enemy field". With 
the R-M grid it is possible for eight stacks to attack an enemy. In 
addition the multi-ranged weapons also allow for even more attacking 
strength. You should also consider the fact that the hex grid only | 
allows a maximum of six attackers on one zone. I feel that if anything 
the attacker is less constricted than with the conventional hex grid. 


Another area of concern was your difficulty in determining some enfi- 
lade angles . The best solution to this appears to be using a ruler 
layed parallel and directly over the enfilade angle in question. 
Which ever side of the ruler over 50 degree of the unit falls - is 
the correct enfilade zone. Ferhaps the best solution is to combine 
the enfilade template shown in the rule modifications with use of the 
ruler. (wlh: actually, I don't find that Martin mentioned anything 
about difficulties in determining enfilade angles — but I did so - in 
a letter to Jack Greene). 


You also obcussed the relative impossibility of harming four stacked 
regiments. I beliewe you are confusing the conventional defense fac- 
tor with the target factoc. Unlike other games the higher the TF, 
the greater the chance of elimination. For example (see target size/ 
disposition) with all factors considered these four regiments are 
extremely easy to harm. One Union regiment of infantry st medium ran- 
ge has a 2/8 chance of destroying one regiment and disorganizing an— 
other. whereas three Confederate regiments could only (cf rule C-4) 
produce the same 2/3 chance of elimination (quite a waste of firepo- 
wer!). In fact, massing your troops in this way only weakens your 
fire power and enhances your opponent's fire. A fuller explanation 
can be found in my designer notes (cf above). 


Finally, you discussed the weak Union regiments, Confederate advanta— 
ges, and the rate of the units moves. 

In regards to balance it must be remembered that the SDC playtesters 
could only adjust the game to fit their taste not anyone elses. It is 
the consumers responsability to adjust the balance to his needs. 

Why not limit the time more? or make the objectives harder to reach? 
If earthworks are in the game take them out, and then try it. Both 
Situations 1,2 and 3 can be balanced. Also if you object to the slow 
speed of the units why not use your cavalry more? Remember the batt— 
les in R-M are small — yet complex. They require a great deal of 
close in coordinated moving of all combat arms. Although the units 
appear to move slow they move all too fast for a wily tactican. 


In closing I would like to express my reactions to the published ga- 
me ana SDC's candour on the playtesters part. R-M was designed to be 
both a supplement to the main article and a learning aid in regards 
to grand tactics. It most definitely was limited both in scope and 
Size to fit the format of a magazine game. Despite its small size, 
simple rules and limited scope I felt it was reasonably accurate and 
quite playable. However, SDC saw fit to incorperate many changes that 
produced neither simple or "realistic" rules. With the the changes 
listed in the above section (Rule Changes) the game can be made mo- 
re playable and accurate. Although I was very pleased with the R-—M 
article I was not very happy with the game. 


(wlh: This issue is also somewhat like a Designer's Special - seve- 
ral designers wrote about their own games; interesting, isn't it?) 
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RE: RIFULEB--MUSKET: In a letter of Cliff Sayre (he actually - and I ap- 
preciate this very much — wrote me several letters) I read; "Personal- 
ly I enjoyed R-~M very much. I also found the enfilade rule difficult 
(more than one square away) as did wlh. I disagree with Martn Menzel 
that 'four regiments on one Stack... impossible to harm’. The shift 
in the fire factors (+6) for stacks in excess of 30 target factors 
makes them quite vulnerable. Although the skirmishers seem useless, 
at first, because of their low fire factors, one learns to use them 
@S a screen to buffer the larger units by using the capability to 
withdraw when final rushed. Because of the small target size, the 
Skirmishers are difficult to eliminate without massive concentrations 
of firepower. The fact that one can barely attain the objectives with-— 
in the alloted number of moves is an indication of good design. One 
of the differences between most boardwargames and most other games is 
the limited time ia which to accomplish objectives, Complicated or 
conservatives strategies or tactics may be fine on paper, but if they 
don't attain the objectives within the alloted game turns, you lose.” 
RE-DNUs “You want the dining-room table? For six month?" was the tit- 
Te of a DNO—review in "War Bulletin" 59 (by Hartley Patterson). He 
also wrote me: "Tom Oleson's review was most interesting. I'd suggest 
he tries playing with my rule amendment: the rail break by bombing 

or units expending points applying to supply as well as rail trans-~ 
port. It seems to ‘work' quite well, obliging the advancing Germans 
to mop uv isolated pockets and creating serious (but not insurmountab— 
le) problems for their Panzers Up rons, 

To push the infantry in DNO up to the front, rmember they CAN move by 
rail to just behind the Panzers IF the Panzers stop to form a ‘front! 
rather than pushing on as fast as possible. This should happen round 
about Aug 2 - Sep 1. Another good reason for the Russians to blow up 
aS Many rail lines as possible and for the Germans to keep their En- 
fineers hard to work." 


RE-WITE: "Recently had a gane of WITE (War in the East) in which my 

Axis opponent used an interesting tactic: he opened a line of commu-— 
nication via Finnland from Russia north of Lake Ladoga to Leningrad 
which halved the defenders! In WITE unsupplied units lacking a line 
of communication defend at normal streneth. If they have such a line, 

they are halved! It's an odd rule which leeds to some odd manoeuvers!" 
(Tom Oleson, USA). 


? 


FEEDBACK: If E would have a feedback-system, probably Tom Oleson's 
review DNO/WITH would be on top, followed soon by Rian van Meeteren's 
"1914 ~ A German Victory" — but actually, we have no feedback-systen, 
and the above judgement is based only on some maybe casual letters, 

t also think that it isn't so important whether you write the best 
and most accepted — or the most criticised article: the important 
thing is that all of you write, and a lot of you really do write ~ 
thank you. alse 
But now I think, it would be important that our zine isn't written 
mainly by Americans, but by Huropeans also - even if we Europeans 
have less experience and more problems with our language. 

This of course doesn't mean — and I am speaking now to our American 
friends ~ that you should write less! We really need your help and we 
appreciate each line you write -- but I would like to get as much by 
our Huropean reade 
To be a subscriber of this zine doesn't mean that you get a more or 
Tess? Bood\ zine, but ob etso menus that you are a part of it and 
should contribute to its content ~ it's the only way it can exist! 
And —‘this contribution shouldn't consist only in putting «a staple 
to stitch tho loose sheets together... Okay? 
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‘DUNKERQUE 1940 (SDC) (by Enrico Manfredi, Italy) 


penance nt 


This game is the wery first of the series produced by the "Conflict" 
magazine organization, and it is completely different, as well in 
physical appearence, and in game mechanics, from the more recent 
"Kasserine Pass", "Overlord", and "Bar—Lev" which have been designed 
by John Hill. 


The game is enclosed in a book format box, similar to the ones of AH. 
The map, quite large, is a folding, rigid affair of excellent design. 
The map depicts the north-east part of France and a small region of 
Belgium; it spans from west of Calais to east of Lille. The terrain 
shows only cities, rivers or channels, marshes, plain or hilly ground 
and woods. A hexagonal grid is superimposed, and the map is further 
subdivided into larger rectangular zones which are used for the move- 
ment of the air units. 

The units represent land, air and naval forces. The former are of un-- 
usual type, as they are characterized only by the mobility factor and 
by the unit symbol as in 'Khalkin-Gol". There are armour, mechanized 
and foot infantry divisions or half divisions. By this way, it is 
quite unrealistically assumed that all divisions have equal combat 
strength. Another type of unit is the 'block unit' which represents 

a small independent force only able to slow down the movement of lar- 
ger units. Air units are characterized by the aircraft type, the ‘ef- 
fectiveness! factor (there are fighters of A, B or © value, from the 
Spitfire to the Morane), and a point value (number of aircraft). 

The naval units are represented by a ship silhouette, without any 
other symbol. The units belong to Germany, France, and England; most 
of them are put on the map on prearranged hexes at the start of the 
game. : 

The simulation starts on May 20th 1940. Some units are put out of the 
map, in the so called 'Belgium'-box; they do not actually participate 
to the game, but are used to pin down a roughly equivalent number of 
opposing units. Other units are put on reinforcement charts. 


The rules are divided into three levels: Land combat -— Air & Land 
combat — Naval, Air & Land combat. They are clearly written and make 
full use of examples. Most of the rules follow the usual path; how- 
ever there are some points which make "Dunkerque 1940" a game diffe— 
rent from its counterparts. 

Regarding movement, as the map has no road or railway printed on it, 
it is rather simple (only marshes really slow down the movement of 
the units). Terrain has an effect in defense only, and particularly 
it contributes to the delaying actions of ‘block'units. 

There are no supply rules, as the game spans only from May 20 to May 
31. This fact, in my opinion, leads to some unrealistic situation, as 
it is impossible to stop advancing panzer divisions by a counterat— 
tack on their vulnerable (in the reality) supply lines. 

Air units have their own way of combat which is easily performed con- 
fronting relative fighter and bomber strength in adjacent aerial zo- 
nes. Although losses are normally slight, most of the opposing air- 
craft fail to achieve their missions following to the opposition of 
enemy fighters. Bombers and dive bombers are able to effectively in- 
fluence ground combats. A simple and effective system is devised to 
take into account the ‘attrition! of the air war, i.e.: the number 
of aircraft disposable for each mission. There is no rule to account 
for the British cautious attitude regarding full employment of their 
Fighter and Bomber Command on the French battlefield; for this rea- 
pokes Allies are much stronger in the air than they really were in 
"1940,: 

By and large, the Air Combat rules, although a bit too simple, are a 
good feature of this game. 


E 4/5, page 51 | GRAHAM JEFFERY: "SEELOWE" 
KKK KKK HHH KK HHH HHH KKK IH KIKI HHH IK EK KE HHH KEK HHH IK HH HEI HIE EEK HER IE 
Naval combat rules, which regards only the effect of naval bombardment 
by part of Allied ships on the coastline, add little to the game. In 
my opinion the weaker point of "Dunkerque 1940" are the land combat 
rules, They follow a pattern completely different from those used 

by most of the SPI or AH (and even SDC/Conflict)games. Attack is per- 
formed by actually moving one unit (or stack of units) into the enemy 
occupied hex. this causes some problem when full stacks of units are 
considered, (It is, however, to be said that "Dunkerque" units are 
larger than SPI ones). The attack is resolved by means of a system si- 
milar to the one used in "Kriegspiel". Each player secretely choses 
one out of four attack or defense tactics. The outcome of the battle 
is resolved on its proper CRT (Combat Result Chart) which takes into 
account the relative strengths, the effect of the terrain, and the 
choices of the offensive and defensive tactics. 

This system unfortunately is inferior to the ‘conventional! one, as 

it is only possible to fight division against division (or half-divi- 
sion), and for this reason alone is extremely time consuming. Further- 
more, as the Allied infantry divisions stretched along the Dyle are 
regularly attacked by a similar number of German infantry divisions 
(if the Allies do not retreat as soon as possible), mvch time is was— 
ted in a series of 1:1 infantry battles at division level, which out-— 
comes are regularly disappointing for both players, as their net re— 
Sult is a see-saw along all the line. To make things worse, it is to 
be said that both players spend many agonizing minutes trying to out-— 
wit the opponent by means of a perticularly 'clever' choice of the 
tactic. For all these reasons, each turn lasts a time comprised bet— 
ween 20 and 40 minutes, and the entire game regularly requires much 
more than one afternoon to play. 


If the Allies stand and fight, their fate is doomed, as it is impossi~ 
ble to stop the breaking through panzer divisions; however it is ra- 
ther strange to assist at a steady advance of the German armour units, 
even if the French are transferring units from the Aisne to the Dyle, 
i.e. across the path and in the rear of the advancing tanks, 


Concluding, "Dunkerque 1940" recommends itself for the good physical 
appearance, for the interest of the period simulated (the most criti- 
. cal days of the 1940 campaign), and for some minor rule innovation 
(particularly, the 'block' units concept). The land combat system 
although innovative is unsatisfactory, and it is significative that 
in "Khalkhin-Gol" -— which uses some of the "Dunkerque 1940" concepts, 
the combat system is ‘conventional’, 


(Simulation Design Corporation, PO Box 19096, San Diego, CA 92119, USA; 
83+postage, i.e. $1.—)(Cf also Jack Greene's note in "Albion" 45, p 
44, ee that "Anzio" or "1914" fans might be interested in this 
game). 


WSEELOWE" (SPI) — or PANZERS IN WIMBLEDON? (by Graham Jeffery, UK) 


(With the kind permission of the author, publisher, and editor I re- 
publish this review having first appeared in "Der Kriep" 36) ("Der 
Krieg" is an UK-Dippy-zine, maybe getting transformed into a CoSim— 
zine later; 8 Rusholme Rd, London SW15 3JZ, UK). 


"Seelowe" (translation Sealion) is one of SPI's latest batch of non- 
magazine games. As I think you will probably gather from the title, 
the game covers the hypothetical German invasion of Britain in 1940, 


"Seeldwe" comes with a map, rules and counters of the standard SPI 
quality paper and card, along with a few seperate charts on heavy pa— 
per. However, the new game box that Malcolm Watson (SPI-UK) has ar~ 
ranged for sales on this side of the Atlantic deserves a special men— 
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tion, Built to the American game~box specifications, there is a black 
plastic base, with 24 compartments for counters and another for a die, 
The compartments have a transparent lid to prevent counters going all 
over the place, and over the whole lot goes a clear plastic cover. 
Some may grumble at the extra cost of a game with a box (¥3.99 as op- 
posed to 3.55 before the switch to boxes), but I think the advanta— 
ges of the ready counter storage far outweigh this, Previously I sto-— 
red counters in plastic bags, and at least fifteen minutes were spent 
in set-up each time I played a game. The box has all but totally eli- 
Minated this waste time. The only disadvantage worthy of mention is 
that the boxes are perhaps rather frail, and are hence prone to heavy 
handling by the GPO, I gather, though, that Malcolm has improved the 
strength of the packaging since embarking on the use of boxes, 


The map shows England south of Birmingham and east of Devon, and cer— 
tainly revealed how little I know of English geography. Dotted about 
are ‘forests’ and major cities, though the former more probably repre- 
sent the South Downs, the Cotswolds and other fairly rural places, 

One strange point is that the Terrain Effects Chart lists 'swamps', 
yet nowhere on the map I can find any: A couple of other anomalies 

are that Lowestoft is misspelt and London is refered to as ‘Greater 
London', Greater London only came into being when the London County 
Council expanded to form the GLC, taking in several outer boroughs 

eg heeicay. 


In their usual concertina form, the rules should present no problems 
to anyone reasonably fluent with the SPI-rules' format. Basically a 
turn consists of two movement phases (an initial and a mechanized), 
with a combat phase sandwiched inbetween. There are also such things 
as weather determination, supply judgement, air disruption, landing 
and embarkation and rail movement, though some are applicable to only 
one player. 


Before discussing some of the innovative mechanics of the game, I will 
set out the few anomalies I have found in the rules: ery 

1) The rules state that airborne units land within two hexes of the 
beaches, while the map gives the figure as three, Obviously one cannot 
use much intelligent guessing in this case, so I suggest that players 
decide on the figure with a die roll at the beginning of the fame, at 
lest until we hear from SPI. 

2) Swamps are‘listed in the terrain effects chart, but there are none 
on the map. I would have thought that places like the Norfolk Broads 
would warrant them. A misprint perhaps. 

3) When determining the victory ratio, is German isolation reckoned at 
the beginning of turn 15 in the Supply Judgement Phase, or at the end 
of the turn when the game actually finishes? I would reckon the lat— 
ter. 


The major problem for the German is, of course, his difficulty in get 
ting units ashore, and, once they are there, keeping them in supply. 
He is dependent to a very large extent on the notorious Channel waa 
ther, which is determined by a die roll at the beginning of all but 
the first turn (the invasion is presumed to take place in fine wea— 
ther, but after that it is up to the gods...). Bad weather, prohibi- 
ting units coming ashore (a 1 in 8 chance in the September scenarios), 
could cost the Germans the game, if it persists for any length of ti- 
me. This is perhaps my one big criticism of the game ~ its chance fac 
tor. However, if one plays a series of games with your opponent, as 
the rules suggest, this would presumable average things out. 


German supply comes from supply units that must be landed like any 
other unit (with the exception of an airlift capacity of one unit eve-— 
ry three turns, again being weather dependent). These units must be 
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expended if the German wants to attack, one -unit supplying all units 
within six hexes. One must therefore be careful not to expend all one's 
supply units in the initial wave, aa if these are held up by the wea— 
ther one could be stranded on the beaches without supply. 

British supply is reiatively easy. All the British player need do is 
trace a supply route to a large city (defined as two contiguous city 
hexes) like London, Southampton, etc. He is not restricted in atta- 
cking like the German. 


The game features a "bigotted" terrain. The British player suffers no 
movement penalty due to terrain, while tne German does! This is due to 
the very high (highest in Europe at the time) road mileage per unit 
aera. Friendly troops can therefore thove rapidly from A to B, in com— 

arison to the enemy, who would be hampered by road blocks and the li-~ 
Ke thrown up by the local popui:ace. In open terrain, though, neither 
side is hindered, and here the Germans definitely have the edge in mo- 
bility, particuiariy in terms of armour. Once the coastal ports are 
opened, the Germans have the ability to pour vast quantities or armour 
into the beachhead, and because of their capability of moving through 
zones of control (while other units have to stop), they could be a de— 
ciding factor, 


it is assumed that the Royal Navy and the RAF have been rendered impo-- 
tent as a prelude to the invasion, otherwise it would never have got 
off the ground (no pun intended). However, air units play a part, They 
are able to disrupt units, halving their combat factors and reducing 
movement to one hex, The few very mobile, units in the British army are 
therefore subjected to 'the treatment! by the Luftwaffe. 


Tactical play for the British is quite interesting. He has a few strong, 
mobile units, and a large number of slow, fairly weak units, represen-— 
ting hastiiy thrown--together and ill-—trained units. The former, if they 
escape the evil intentions of the Luftwaffe, form the basis of any 
British attempt to throw the invaders back into the sea, but without 
the use of 'cannon fodder! an exchange or two can be very costly in- 
deed, : 


I suppose, like many games, the novelity will wear off with age, but I 
for one like the game, Despite the weather, the game presents interes— 
ting problems to both players. So, if you can spare the cash, buy the 
game, I do not think you'll regret it. 5 


(wilh, As per S&T 45, p 38: Erratas: The Brit 8-3 of hex 3218 should 

be in hex 3128, the 1--12 of hex 1204 should be in hex 1205; in the sa~ 
me issue you will find "Seeldéwe Game Notes", in "Moves" 17, p 19:""See- 
lowe*: Invade and Enjoy".— The swamp—mistake is mentioned somewhere in 
S&T or Moves, but I don't find it anymore.- The anomaly 1) mentioned 
above; probably it should be.3 hexes, i.e. the map seems to be right.) 


Richard Berg (in: "The K",°9/2,4) also writes “biggest drawback is re- 
liance on die-roils for major factors in the game, weather being the 
ar 


most important", and summarizes "If you like invasion games this is 
one of the better; otherwise nothing special", 


“OPERATION OLYMPIC" (by Jan L Straus, USA/Gezmany) 

(wih. I got an excellently written review by Jan — but since we already 
reviewed Jp0iy in E 3, I have to shorten unfortunately his review now; 
but I try to publish as such of it as possible, i.e. as such as not yet 


iy 


written in EH 3}{(The game-describing part though will be omitted totally) 
As the game starts, 64 Japanese units and 15 dummies have been placed 

‘ as af units with which to conduct an amphibious assault on any 
ov all cf the eight inwasion zones. The invasicn is begun, casualties 
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from kamikaze attacks are taken, and U.S. units hit the beach. They 
are sure to take the beaches, but Japanese units immediately crawl to- 
ward them. The U.S. player must quickly break out of his beachhead and 
advance across difficult terrain to seal off the southern third of the 
island. If either side can defend along a continuous stretch of rough 
terrain, the game stagnates in that area. Meanwhile U.S. casualties 
mount from eventhe most successful U.S. attacks, 


The best strategy seems to be invasion in at least four zones: two 

near the northern edge of the U.S. objective area, to prevent northern 
‘Japanese forces from entering the area of operations; one in the south 
to cut the area in two; and one small attack in the north to distract 
the northern Japanese units. Even the least successful northern attack 
will lead half the Japanese army away from the objective area. Mean 
while the southern Japanese try to defend everywhere and succeed nowhe~ 
re, 


"Operation Olympic” is most worthwile because its solitaire system is 
Successful, but it can also be played by two players. The "Olympic" 
system is a more successful extension of the solitaire idea which S&T 
pioneered with "Fall of Rome", European players will find it worthwile 
co buy the issue of "Strategy & Tactics" (S&T) along with the game 
(S&T sells the two separately) to read the historical background. You 
will be both intrigued and shocked if the empty chair across your tab— 
le starts to win... 


{wlh: "Seeloéwe" and "Operation Olympic" are both available for $6.95 
each, post-paid, from The Wonderful World of Games, 314 Marshall Ave-— 
nue, Laurel, Maryland 20810, USA; or for $8+postage by SPI, or for 

u 3.99+postage from SPI-UK). 


THE VIEW FROM ISLA VISTA (by Jack Greene jr, USA) 


Within this issue of "Europa" I would like to discuss three topics. 

The first discussion will describe a reeent game of "Franco-Prussian 
War" (SPI) played with a friend, then I will turn to the extra costs 
stuck to wargame products for foreign residents, finally, I will give 
some short description of some recent games that have been published, 


vFranco~Prussian War" (SPI) easily is one of the best games ever pro 
duced. With a couple of rule modifications it becomes very accurate as 
well, It was designed by John Young who also designed the "Marne" and 
"Borodino", 

The two key rule changes I have made are: an EB unit may jump an enemy 
fortress (and therefore continue extending the supply line for an ad-— 
vancing army), if a fortress (the one in question) is under siege and 
remains so. Dummy units I have always found to a degree unrealistic as 
they often undertake inaccurate or unrealistic raids. Therefore dummy 
units become cavalry divisions, eight to each side with the French 2nd 
Corps receiving two of the cavalry. Each one is worth 4 combat point 
and must attack infantry in corps strength. Infantry may only attack 
cavalry (or the cavalry may withdraw before combat) with other cavalry 
units in the attack. They may not garrison fortresses though they may 
move into fortresses. During movement, cavalry may retreat before ad—~ 
vancing enemy infantry during the probe section. Cavalry make great 
Screens, 


Returning to the game, the German player pulled a complete mobilization 
against France while the French had a complete breakdown of their rail 
System. Therefore the French playér wanted to slow the Prussian advance 
and wait to gain strength, strength that would not be fully developed 
until late in the game. The German planned an advance into Alsace to 
protect his southern flank, followed with an advance towards Naney. 
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Meanwhile Frederick William's army would watch the French before Metz, 
in effect holding them while the vast turning movement on the French 
right developed. 

Strasbourg fell quickly, and the Prussians continued a rapid advance, 
MacMahon's Army of the South fell back quickly. The coup made by it 
was holding down the Crown Prince's army with MacMahon's three caval- 
ry units: Not until the 7th did the German realize that he was facing 
a phantom army, though he did clear the southern approach, Meanwhile, 
the main French army around Metz (constantly using an unoccupied Metz 
as pivot), engaged in some light combat with the Germans. Beginning 
about the 6th turn the French began to pound and push the relatively 
weak army of Frederick William back towards the border. By hitting 
the same Corps again and again the Germans slowly began to lose units. 
About turn eight or nine the German, who had advanced clear to Tcul 
(garrisoned by Bourbaki and his Guard corps), and was continuing a 
turning movement, but Frederick William had been forced back to the 
German border. 

Up to this point the French had a marginal victory but now the German 
paniced. Scared of an advance by French units into Germany the German 
over extended the Crown Prince's army, and within the last three 
turns, the French turned, and making good use of rivers (which negate 
zones of control) destroyed several German Corps. A key yortie by the 
Guard Corps at Toul helped immensely in destroying the psychological 
balance of the German player. 


It appeared to me that the German player did not push hard enough 
against the entire French army from the beginning. One must push push 
and push again to trike advantage of the higher rate of speed of Ger-— 
Man units. The French must fall back and gather strength. The French 
fortress system is quite good as it does delay the German advance, I 
only wish that the French had constructed a quadrilateral near Metz 
instead of just two fortresses. One final point, “i find: that the 
French should either garrison Strasbourg or Metz and leave one of the 
other behind the German lines. Makes for a hard nut to crack and 
holds down key German units. The best player in "Franco—Prussian" 
Should always play the German side.- 


Some of the reasons for poor service and high costs to European CoSim— 
players: 


Actually, any statement concerning foreign resident wargamers would 
apply in one way or another to European wargamers. Canadians complain 
just as much as Australian or European players. Working with "Con-— 
flict" has given to me an understanding of the problem from the game 
manufacturers point of view. While the following comments may not hit 
all the points, and certainly they don't justify the situation, they 
should shed some light on the problem. 


The problem is basically one of higher prices and worse service for 
foreign residents who like to buy wargame products from the States. 
Why is this? Several reasons exist for this stae of affairs. There 
are Government taxes involved in some cases. For instance a copy of 
"Third Reich" goes for US-25.50 in Australia. Though a middle man is 
involved, basically it is the high Government tax that inflates the 
price so. (wlh: But this is not the case in Hurope). 


The foreign markets, with the possible exception of Canada, are small 
markets in actual dollar and cents. Though there is great potential 
most companies lack the vision to see the future. But more important— 
ly the companies themselves are poor and weak and understaffed. So 
the companies must think in dollar and cents terms and the here and 
now. Therefore the foreign marke $,receive too little attention, whi- 
te California or New York receivevmost. 
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Shipping to overseas buyers is a hassle, faperwork and red tape can 
get involved, shipping costs and time are high, and it means more 
work, Anyway, foreign residents are ‘over there’... so it becomes ea- 
sier to sell one's games wholesale to a middleman (e.g. Jedko or SPI- 
UK), fhe middleman must make a profit too, which in turn boosts the 
prices. Whenever one wants to save dollars it is almost always chea- 
per to buy direct from the game producer then from a distributor. 


There is one other factor that must be touched on, The hobby is young 
and there are few efficient business men in hobby. Many of us may be 
trying to make a living at this, but few manage to do it. Most of us 
involved are involved because they are wargame fanatics and not econo— 
mists or efficiency experts, And then some of us are just plain asses 
and make incredible mistakes. Throw in a few rip-offs and you have a 
large percentage of foreign residents complaining. 


So how do we solve this problem? Only through a lot of struggle. If 
your local middleman is inefficient, then buy direct. If SDC (Simula~ 
tions Design Co) or SPI are making errors, complain. If the situation 
persists write to "europa" and it will be print ‘here, I am sure. Go 
into business yourselves and YOU be more efficient (or realizo the 
problems involved in setting oneself up in that capacity). Eventually 
our cries will be heard. 


I also suggest that Huropeans write more articles for U.S. magazines 
and let U.S. readers know about this. I hope to be publishing an ar— 
ticle in Lowry's "Panzerfaust" which will touch on this point, further 
the special issue 9 cf "Conflict" will also go into this point as well, 
In the case of the former point, I digress from a wargame review into 
the inatteztion given foreign. wargame markets. Lowry gets a good war— 
game review, and I get to bitch about Something totally unrelated to 
the article. 


If we want a dialogue on his entire question (or anyother ) write to 
either Walter or myself (795 Embarcadero del Norte, Isla Vista, CA 
93017, USA). 


GAMES. REVIEWS (by Jack Greene jr, USA) 


This issue I would like to discuss a few games in short detail. Wal— 
ter has asked me to describe about ten, but I don't want to burn out 
that quickly. So what I will do is discuss one game of a company line, 
This will give one an idea of what the various companies are doing of 
late, 


"Wooden Ships and Iron Men" (this part is given in the naval section 
of this issue, cf there; wih). 

"Eagles" reminds me in some wa ys to RGR So thames "7 76) Ca) as 
one of the best games to appear this year, but reviews were poor. I 
think that is why Donald Greenwood made his remarks in the issue of 
"The General” that were reprinted in "Huropa"™ 3. 

Let me digress for a moment and give some remarks on Don's editorial. 
I review a lot of games. Actually, I sort of fell into it while li- 
ving in San Diego, I have to points to make about wargame reviews: 
First, for many years if you were sent a free copy of the game one 
wrote a good review of it. That seemed to be general rule of thumb. 
Many people refused to eall a Spade a spade. In some ways we have gone 
to the other extreme where some peopie have become overly critical, 
Some of it is a big ego trip, speaking on this point alone I know it 
is fun to see your name in print, while others may be trying to make 
.& hame for themselves. I feel that Walter's comments about "play 
first, review later" are incredibly accurate and correct. How many 

of us have heard the words, "I have not had the time to play this 
yet, but ..." I will always try to structure my reviews so that a ba-— 
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lance is struck, Then the reader may decide. : 

My second point is a direct outgrowth of the point above: J almost al~ 
ways only review games I enjoy. Why else should one write something if 
he does not really enjoy pla ying it? My procedure is usually playing 
the game from two to many times Gepencaae on if it is USN or NORAD), 
reading and listening to comments by others, possibly some notes on 

it from the designer, and my own thoughts. This entire question I ho- 
pe to return to in a future issue, = 


Returning to "Hagles", it is produced by "Game Designer's Workshop" 
who also have just produced "Coral Sea", "Torgaut, and "Narvik" (Nor— 
wegian campaign game in their Huropa series; e.g. DNO, etc). They 

are located at 203 North Street, Normal, IlLinois 61761, USA; "Eag- 
les is priced at ¥ 6.80, and $1 for postage should be sufficient. I 
hope to discuss them more completely in a future issue, ; 
"Eagles" has received a lot of bad press. While not as good as "1776" 
it is a good game. It deals with Germanicus! attempt to recover the 
Eagles lost in the Black Forest in 9 A.D. to Arminius and his Germans, 
Historically this game has a lot of weaknesses. Accurate orders of 
battle for the German tribes are impossible while the entire nature 

of the capture of Arminius' wife and two of the Eagles is ignored, 

But the game is interesting. It is a giant game of capture—the—flag 
(in this case the Eagles). The eight Roman legions and Auxiliary units 
advance forward while Arminius raises the Germans. by racing to each 
tribal 'H.Q.'. The Legions themselves are almost impossible to destroy 
but the 'chase' ean become quite interesting. This game must not be 
approached from the typical direction. If it turns into a series of 
line battles the German might as well forget it. This is a chase and 
capture, as well as a trap game. This one must be played several ti- 
mes. The map covers the base of Jutland, to the Rhine to the Danube, 
Well produced, the board, like "Wooden Ships and Iron Men", is unmeun— 
ted. 


The last game I wish to look at is an excellent game and one I think 
is ideal for Europe. "Napoléon" by Gamma Two (PO Box 46347, Vancouver, 
British Columbia, Candae is available for ¥10+91 postage. ; 

The game is a beautiful piece of work. Attractive box and mounted 
board, it uses wooden blocks for pieces that add to its attractiveness. 
The blocks are kept hidden (that is the side with combat value infor~ 
mation) from the enemy to add to suspense. Throw in cavalry that can 
advance quickly and the surprise element is quite good. In many ways 
_it is hard to diseribe this game quickly. It deals with the Waterloo 
campaign in a strategic sense, Both Anglo—Allies and Prussian armies 
are present (which lends itself to a three player game). Actual com— 
bat is decided in battle off the board which reminds one of some mi- 
niature games, Playing time is about two hours total, and the rules 
are in French as well as English. 

Morale is included whereby any of the three armies are routed and 
overthrown if reduced to a certain level, Movement is by areas, but 
strategy and the like is very subtle and demanding. Simple design but 
a complex game. This is an excellent game to introduce friends to 
wargaming. I really can not Say enough good things about this game. 


A final comment on something quite different: I find the choice of 
colours for pieces by the different companies quite interesting. SDC 
is really into warm colours as any issue of "Conflict" will quickly 
show, SPI is the somber and Eastern Establishment /professional co— 
lours, Avalon Hill is strange, sometimes they do some of the best 
professional works of art on the market, while at other times I must 
agree with Redmon Simonsen's statement (recently requoted .in S&T 46) 
that AH wants "to supply their long suffering game consumers with 
baby-blue and fru-fru pink unit counters.,.". It will be interesting 
to see how other companies choose COMOUE Sie. « ees 
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THIRD MILLENNIA GAMES (by Harti Ammann, Switzerland) 


(wlh. Some days before the publication of this issue I got several 
3rd—Millennia games; we hadn't time to test them, but Harti will gi- 
ve you a short description of them.) 


PBI: designed by V. J. Stribling. Man vs man level tactieal combat - 
WW 1 & 2 - somewhat like a forerunner of "Sniper"/"Patrol", but much 
simpler. The rules are very much like miniature rules. They aren't 
quite clear in some places and sometimes a bit weird like "Sergeants 
are never pinned" (ahem...). The rules provide four scenarios, but 
I'm sure some more could be made up. Not loaded with gimmicks. 


OPERATION MARKET GARDEN: designed by V J Stribling. A game on the 

attle of Arnhem, It is similar to "Stalingrad" insofar as the Alli- 
ed player has to race across the board to obtain a strategic objec- 
tive. The game only lasts ten turns, and the Allies are hard pressed 
for time. The main obstaeles to him are the rivers across his path, 
and blocking German units. With the help of parachute units and his 
airforce he has to try and attack German units from behind and keep 
reinforcements from arriving on the battlefield. The use of these 
air-units is subject to weather however, and too many turns of bad 
weather can cost the Allied player the game. But this doesn't make 
the game dependent on a few die-rolls, since chances are for .good 
weather are slightly higher. You can play it in a short time, and so 
Maybe you can play two games in one afternoon. 


FLYING TIGERS: designed by Lou Zocchi. A strategic level airplane ga» 
me on the fight between the American Volunteer Group and the Japane= 
se Airforce in China and Burma. The game lasts 7 months, each month 
going 15 turns. The aim of the Japanese is to capture the Allied 
airbases which they do by dropping a certain amount of bombs on 
them. The Japanese have fighters and bombers while the Allies only | 
have fighters, These planes are assumed to be of the same type in 
the basic game (i.e. all Allied fighters are Kittyhawks), whereas 
the Tournament game has separate CRTs for different types of airpla- 
nes, The Allies are provided with few planes compared to the Japane~ 
se; they are much higher quality however (or rather their pilots); 
especially reinforcements are very low for the Allies. 


EMPIRE I: designed by R Thomas and W Gemmill. A game for SF-fans. 
layers starting from their Home star system try and conquer other 
Star systems. Forces consist of ships, ground armies and colonizing 
missions, These are built with econ-factors which one receives in 

proportion to the number of star systems one owns. Alternatively 
these econs can be used to build up the defenses of the star sys~ 
tems, Fortifications can get so strong that a whole fleet of ships 
is needed if they are to be attacked successfully. Ships ean be 
built of any size and strength inside certain limitations, so that 
different types (transports, combat ships, etc) can be built. The 
rules provide several different victory conditions, or if you wish, 
you can make up your own. Uncomplicated game, 


GENERAL NOTE: Don't expect the same quality of game components as 
with SPI or AH games! Counters are very crude and look awful when 
they have beeh taken from the sheet; you have to cut there edges 
again with scissors. Also mapsheets look rather amateurish, This 
Shouldn't detract any body from buying them however; these games 

are less expensive than the game of other companies, and probably 
they are better than quite a few games produced by bigger companies, 


(wih. Third Millennia, 465 Woodland Hills, Philadelphia, Miss 39350, 
USA; games: "Operation Market Garden", "Flyin Tigers", "Empire I", 
"PBI", "Salerno", "Breakout", "Graft 5 ee"; each for 35) s0Ttts or by 
The Wonderful World of Games, 314 Marshall Ave, Laurel, Maryland 
20810, USA, for $4.50, postpaid (membership: once g5.~) 
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OPINIONS & INFO 


READER'S LETTERS: I omitted a "Reader's Letters" eolumn in this is- 
Sue especially because a lot of this issue is filled with quotations 
out of the letters of my readers. (Be warned again: I am quoting eves 
rything from your letters, if I think, it might interest the readers 
of E... On the other side, you may be sure that I don't mention tho- 
se things of which you tell me that they are confidential). 


I hope you are going on to write such a lot of such fascinating let— 
ters as a lot of you wrote within the last weeks. Actually, I think 
I have the best of all possible readership. With the further coope- 
ration, of all of you, I think, we could reach the aim to set the 
best of all possible hobby—zines also... Or, to be modest, one of 
the better at least. 


It is not my merit that E improuved from issue to issue: it is your 
growing interest and cooperation alone which made this. But it will 
be mainly up to you also, whether or not we can at least hold this 
position, Or ~—~ who knows —- even improuve again... 


I don't quote the veviews concerning E, nor the compliments for E 
which you kindly wrote in your letters: I thank you for this also, 
there have been moments where I needed them really ~— and unmerited 
approuvai is appreciated as much as if it would be merited. 

There have been some criticismsalso, especially about the layout of 


" 


eo) i tried my best to get it better done and organized, though it 
really isn't easy to do this. 


Some of you wanted more of a special kind of articles, some others 

_ Wanted less of the same kind of articles; actually, there isn't such 
a lot I can do about the content of an issue: this mostly is up to 
you, i.e. up to the answers I get from you, and up to the other ma- 
terial you send me. 


May I hope to hear of you soon? 


TOM OLESON (USA):"I was interested in your comment on various games. 
Of one thing I am sure: the main interest of both SPI and AH is to 
make the most profit they can by selling wargames, and I say this 
entirely without disrespect. How else can they stay in business? 


Yherefore, they are making and selling the type of games which they 
beliewe will find the most buyers. 

If you will forgive me saying so, I believe that you fall into a 
common error when you speak of overly complicated rules, wanting sim- 
ple play-mechanisms, etc. So much of the appeal to wargames is SUB~ 
JECTIVE. Of the 150-200 games on the market, let's say that at Teast 
100 are decently done. Of those 100, I may be enthusiastic about 10, 
and you about 10, and of this 20, we may only have 2 or 3 in common. 
The only thing that this proves, in my opinion, is that we may have 
different tastes, not that a 'good' game must needs be long, or 
short, or simple, or complex, or whatever. 

Therefore, I believe that one can not really say that the current run 
of wargames should be more this-way or more that—way, but rather that 
they are not what one would prefer for one's own personal preferen— 
ces, 1, for example, dislike charts on the mapboard, I would prefer 
bigger maps. I also like a lot of towns and a lot of terrain featu- 
res, It's cbvious that others don't mind. Take as an example "La 
Grande Armée" - an extremely popular and well~thought-of game, which 
faiis to appeal me in the slightest. To begin with, I dislike the 
mape Obviously, that is a feature of negligible importance to others." 


(wih: I totally agree with Tom's opinions, but in one point he might 
have misunderstood what I meant: I have nothing against. complexe gam 
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mes, but I dislike games which omly seem to be corplex - by unheeessa-— 
rily complicated rules; I actually meant the problem of 'dirty' or 
‘elean' games, 


BOB LATTER (UK): Opinions seem divided on SiMov. Some think it a mar- 
vellous improvement and much more realistic. Others find the game 
playing itself, too realistic to play as a competitive game, when 
units do daft things all over the place. 
Personally I feel the matter depends on the game situation, and will 
improve greatly as new ideas and designs are introduced. However I 
must mention one game where it really flows well: "American Civil War"! 
(SPI). Here the ‘command control' works BEFORE the movement phase, so 
although forces may dissipate by attrition and be paralysed by bad 
command control, YOU make the decision as to what happens with the 
remains, Perhaps not so realistic, but very good for play balance. 
As the game progresses you can reduce the command control level of 
some of your forces by commanders who can be promoted or die, They 
only affect command control and enable forces to move out of supply. 
his game is complex and fairly difficult - the rules could have been 
laid out better (the effect of supply on combat, e.g.), but it really 
is worth persevering with. A different and interesting game that real- 
ly is strategic. If you have patience, I highly recommend it; it is 
excellent for solo, but difficult for PBM because of the Double Match 
combat, but with trust it could just be done. I wouldn't recommend it 
to the beginner, but I would think it one of the very best games pro- 
duced by SPI, 
"Grenadier" (SPI); Again a very good game for FTF but tricky for PBM 
because of the move Sequence, Again good for solo and with a great va- 
riety of types of scenarios - could be improved I feel by victory gra- 
des as in RSWS or PB.. The closest hex-grid game to miniatures. It has 
highly realistic artillery and skirmisher rules and reasonable comman- 
der ones. Much better than any of the earlier period SPI games except 
perhaps M&P which I don't know, but suspect is a simplified version 
with modifications to show different tactics. In fact, I prefer "Gre- 
nadier" to "Panzerblitz" (!) and put it second to RS/WS in the tactical 
games without SiMov which is a different animal altogether, 
"Red Star/White Star" (SPI): One of my favourite games, Medium comple— 
xity and much more realism than PzBl, but one drawback: you need the 
game AND the errata AND ideally "Moves" 12 which gives new Scenarios 
and revised OOBs ete and very interesting optional rules. Good for 
solo and excellent for PBM, if you trust your opponent (if you can't 
no game is. worth playing); both make your own attacks in each segment, 
The range of unit type, the ZOC fire, CRT, complicated segmented fame 
turn and unit interaction are fascinating. Nearly each scenario is 
different and intriguing. If I have a play complaint it is that it is 
damn difficult to eapture an infantry held enemy town. I don't much 
care if USAREUR isn't up to the game specifications ~ all my comments 
are made as a games—player, not a military enthusiast. If the US and 
Russian combat strength offen you — try to think of the US as the Ro- 
yal Navy!? If you like PzBl ‘and have a PzBl—opponent try this out on 
him - you'll soon be addicts I think. 
(OOB: Order of Battle: PBM: play—by-mail; ZOC: zone of control; PB or 
PzBl: Panzerblitz (aH); CRT: combat result table; USAREUR: US army Eu- 
rope3 wlh), 
Ke? "Grenadier": It has very few corrections or errata (the main two 
allow artillery on hills to fire over units and forbid commanders to 
pin enemy units) and the rules are very clear and simply laid out. The 
game is of medium complexity and in the larger scenarios will satisfy 
the more demanding wargamer's masochism yet enable short 45 minute or 
SO scenirios to be possible also. The luck of the die is restricted. 
If you like miniatures and tactical games "Grenadier" is interesting 
and another game you can keep coming back to. 


E 4/5, page 61 Ops & info 
KHER KEKHKHK KKK HHH KK KKK HHH HHH KKH KK KKK KKK KKK HK HK HHH HK KK KKK MK KKK KK KH KE KEKE 


BOB O'BRIEN (UK): Being also a table top player, "Panzerblitz"” appea-- 
led to me, and I got in some games with a friend. We right away chan-- 
ged the rule about firing so that one could shoot at enemy crossing 
your field of fire during his turn — you could not fire those weapons 
again in your own turn of course.-— Also we stated that if enemy were 
observed entering a wood hex then one could put down Area fire on that 
hex. 

These two things I believe are basics, and are far more important than 
the most careful adjudication of combat factors for various types. 
Anyway, I would, subject to these alterations, always recommend the 
game especially to any table top player who wish to get into board ga- 
mes. 


SANDY EISEN (UK): I feel you need all the support and encouragement 
you can get. There is great potential in "Europa! - my immediate reas. 
tion was that it could help to releive the blow caused by the loss cy 
PAY D ons 

The most important thing, I feel, is to keep the friendly personal 
feeling, even as the circulation rises. Lots of letters and comments, 
mini reviews or ideas (perhaps even something like 'Footnotes'). 

I feel that quite aafew wargamers will be like me — anxious to contri 
bute but with unsufficient time or patience to write full articles. 
One thing I am not too sure of is historical articles. What we need 

is a GAMING magazine. Afew won't hurt, but there is the danger of his~ 
tory articles taking over (cf S&T as the greatest example!). It's so 
easy to write mediocre history articles, certainly harder than gaming 
articles.—- But don't get me wrong, I think articles RELATING histcry 
to games (i.e. where you discuss units, capabilities, rules ete in 
terms of what they represent) are great, it's just pure history artic-— 
les I feel you should beware off. Let ‘em through only if they're re- 
ally good ~- that's my opinion. 

There is a good board wargames club in the university (of Cambridge ) 
So I get some ftf play in most weeks in terms, Also most weeks | play 
"Dungeons & Dragons". This has impressed me as very good indeed when 

I started playing, but now the shine is wearing off as I see that it 
is not really as open-ended as it seemed to be. Nevertheless it is 
still good fun, and, as you mention in "Europa", good for getting 
people together. The games are organised and refereed by an American 
couple who brought the rules over. 

But, you know, a thing I sometimes wonder about is whether the enor-~ 
mous expansion of the hobby that we are now witnessing is really such 
a good thing. I know it gives us more games to play around with (ran. 
way I'v always been one of the fewer—but—better—games school), bub it 
seems to be changing the whole character of things as wells the trends 
are towards commercialism (that's making lots of dollars). and profes— 
sionalism (that's claiming you are 2 professional-whatever that is?) 
and away from the sort of friendly and personal atmosphere everyone 
that did anything dit it for the sheer love of it. If the end result 
of wargaming ‘taking off' is just a | tremendous competition for the 
hobby dollars" (Jack Greene in E Bae do we really want it? 

It's not that I am against growth, but that I'm not certain it is al.- 
ways the best thing. I'd hate to see CoSim-gaming go the way of plas- 
tic modelling — another of my interests that I have watched as it was 
transformed and taken over. 

It really is important to decide where we want to go and where we are 
now going, and that is just the sort of thing we can discuss Ln 
RRKRKE KK KKK KEK KKK KKH KK HHH KKH HK HH KKK KEK KKK KKK K HK EH HK HHH HIE HE OK KEKE 


EDITORTAL NOTE: All underlinements are made by me — this concerns all 
lnegeeere articles etc in this and further issues: these underlinements 
should help you to find the topics you are interested in. Of course, I 
hope you read the rest nevertheless also.— Words underlined by the 
authors are written here in capital letters.— 


5 
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HOW GREAT WAS ALEXANDER? (by Gary Gygax, USA) » 


(wlh. Gary designed the new AH-game "Alexander the Great"; we know 
him already as publisher of Fantasy~game-rules ~ ef several articles 
in this issue —-, and he also is known as designer of Diplomacy—vari- 


ants; one of them I hope to publish in a later issue of E). 


Briefly, what I intend to demonstrate herein is something which goes 
against the weight of expert opinion — at least to date ~ regarding 
the generalship of Alexander the Great of Macedon. While he was an 
exceptional strategist and an able tactician, Alexander was something 
less than that with regard to both grand strategy and grand tactics, 
The proof of this assertion is demonstrable from a careful study of 
his major battles when the glossed—over factors are brought to the 
fore. That is, there is no need for original research; «a simple rea- 
ding of what is already written discover the truth of the matter. 


Alexander commanded at an early age, and he knew well the army which 
he eventually inherited from his father. The Macedonian army was far 
and away the most efficient in the world at the time thanks to Phi- 
lip. While his son did not make the innovations, he realized their 
worth, andit is likely that he at least improved upon the army and 
its related components, i.e. engineers and supply. Alexander reacted 
Speedily to Greek attempts to throw off the overlordship of Macedo- 
nia, and by able maneuver and diplomacy re-established the League of 
Corinth with himself as head. The battle-—cry to unite Greece was in 
effect "down with Persian oppression". In a short time an army was 
in Asia to put into practice what Alexander preached. 


Let me say again that Alexander was brilliant in strategy and able in 
tactics. His invasion was such that unless it was quickly stopped the 
invaders would be able to easily lop off sections of the Persian Em- 
pire with ease, and Alexander planned it just that way. His careful 
consolidation after each strategic conquest weakened the Persian 

hold on the whole of its empire and strengthened Alexander's posi- 
tions; but let us look at his grand strategy first, and then examine 
the grand tactics of the four major battles he fought in Asia. 


A thorough discussion of the grand strategy planned by Alexander is 
not within the scope of this brief article, but it should suffice to 
Say thiss The ultimate aim of all of Alexander's efforts was a uni- 
ted Macedonian-Greek-—Persian state, with himself at its head, and 

all within its borders living in peace and harmony, while the states 
around thos colossus would be subject territories for all intents 

and purposes. The very ease with which parts of the Persian Empire 
were carved off by the invaders should have alerted Alexander to the 
difficulty of ever managing such a dream in the harsh world of reali- 
ty. Only force of arms could ever manage such a polyglot state, as 
well the Persians could testify. The immediate dissolution of Alexan-— 
der's empire upon his death cannot be wholly attributed to his lack 
of time to weld it together ~ the component parts have never been 
united except by force of arms. The plan was a fantasy. 


When Alexander had been in Asia but a short time he was faced by a 
fairly large force of Persians ~ the feudal troops of the area of 
Asia Minor which he had invaded. The Macedonian-Greek force outnum- 
bered their opponents by perhaps two to one, but the Persians were 
behind a river, denying its crossing to Alexander. The young general 
was counciled to caution, but he ignored this advice and forced the 
erossing, He arryed his army in formation which he would use for all 
of his battles against the Persians: The left was weaker than the 
right, the center was the phalanx, and his Companion cavalry was on 
the right wing to deliver the telling stroke. The army was echelond, 
left refused and right advanced. After hard fighting, and nearly lo- 
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sing his own. life, the Macedonian won the day. Rather than take losses 
why didn't Alexander demonstrate against the force of Persians and 
Greek Mercenaries, and cross the Granicus elsewhere? With so great a 
superiority of men he surely would. not have endangered his army had 

he done so, and it is likely’ that he would then hawe had the enemy 
trapped between the river and his amin force. It is claimed that the 
Macedonians took only small losses, but one must wonder how few they 
could be, for the forcing of a riwer — even one improperly defended 
with horse in front of infantry — is difficult business. In any event 
Alexander obtained some reinforcements and proceeded. 


Imagine the shock when the invading general learned that Darius had 
brought his Host into the area, marched it round Alexander's flank, 
and was now across the Macedonians! line of communications! Alexander 
immediately turned and fought the Persians at the Lake of Issus. While 
he defeated them, it is worthy of note that he was both out-maneuvered 
and forced to fight the battle on the ground of Darius! choosing. Da-— 
rius learned at Issus that his infantry was no match for the superb 
Macedonian cavalry, and he fled the battle not with ignominy, but 

with the hope of Pigiting yet another battle with forces more of a 
parity with his enemy's. 


Again Alexander was reinforced, and after a time wherein he conseli-~ 
dated his gains, the young conquerer struck deeply into the Persian 
Empire's heart. The decisive battle was at hand. 


The Battle of Arbela (or Gaugamela) has been discussed: at sufficient 
length to make further detailing of the fight unnecessary here. The 

acts that Alexander was again outmaneuvered and found Darius astride 
his line of communication, that the Macedonian fought the battle with 
his back to a broad river, and the battle was fought on » field espe- 
cially prepared to favor the Persian Host by Darius, are notable and 
bear re-emphasising. It is also interesting to note that Darius came 
to the field with no less than 30!000 cavalry to oppose the horsemen 
of the invaders. When the battie was won and the outlying provinces 
finally subdued, Alexander incorporated portions of the Persian Host 
into his own army — particularly the horse archers and better cavalry 
— and set about fresh conouest. This brings us to the final ma jor 
battle, that of the Hydasper River, where Porus, a relatively minor 
king of the northern part of the Indian subcontinent attempted to op- 
pose the Macedonian—Persian advance. 


King Porus did his best to prevent the crossing of the Hydaspes River 
by Alexander, for the Indian sovereign expected strong reinforcements 
shortly. However, Alexander managed to cross as is well-known. The In~ 
dians probably had a slight quantative superiority but a qualitative 
inferiority. Porus either knew or quickly learned that the Indian cha- 
riots were of no value. His cavalry were too few in numbers to suffi- 
ce. How great the usefullness of his war elephants would prove to be 
was uneertain, evidentally, and the Indian infantry was no match for 
the superb Macedonian and Greek heavies. Porus stood on the defensive 
immediately upon learning that his enemy was across the water barrier. 


Two thousand years later during the wars with the American Plains In-— 
dians cavalry commander named George Armstrong Custer divided his re— 
giment in order to scout the position and then attack a force of ho- 
stile Indians. The defeat and subsequent massacre of a portion of the 
regiment of U.S. Cavalry has often been attributed to Custer's rash-— 
ness in splitting his force in such a situation. In crossing the Hy- 
daspes Alexander did much the same thing, but Alexander is "Great" 
because he was victorious in the ensuing combat. Alexander left about 
one third of his force directly opposing Porus across the Hydaspes. 

He detailed another portion to positions along his route eastwards whe- 
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re he eventually crossed the river, so that he came across with per- 
haps one-half his strength ~— possibly less. It is generally agreed by 
military historians that had Porus immediately moved to engage Alexan~ 
der as the latter marched upon the Indian position a defeat in detail 
would have been highly possible. That is, Alexander, with his army in 
three sections, would have had to face the whole of the main Indian 
force which outnumbered him in all respects save cavalry strength, 
The difficulty which Alexander had in finally overcoming the Indians 
points to the validity of such conclusion. The advanced Macedonian- 
Persian cavalry could have been pinned down and beaten, then the ar- 
riving infantry would have had to face the Indians without necessary 
cavalry support; and finally, had €raterus attempted to cross so as 
to come to his leader's aid, that contingent of the invading army 
would have been exposed to the full might of the Indian army as well, 


The above facts underscore my assertion that Alexander was not as 

able a grand strategist and tactician as is purported. He showed this 
time after time, Luck, and possibly his ability to judge the charace- 
ter of his opponents, is all that saved him — that and the superb abi- 
lity of his army. I rest my case, 


ALEXANDER THE GREAT - RULE-CHANGES (by Gary Gygax, USA) 
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As mentioned before, Gary Gygax designed the "Alexander the Great" 
game of Avalon Hill; since AH changed some of his rules, you might be 
interested to get informed, how he wanted them to be: 


"The following are the rules which I Suggested to belong as either hi- 
Storic or advanced game rules, not as play—balance rules: 

‘Advanced Game! section, page 13: 'Persian Play-Balance Rules': CHA~ 
RIOT CHARGES belongs in a historic rules section. HISTORICAL SET~UP 
ditto, but ignore the section regarding the Persians being allowed to 
Set up in any way they choose. ELEPHANT RULE belongs in ‘Advanced Ga~ 
me', page 14, 'Macedonian Play-Balance Rules', BETTER TRAINING belongs 
in an historic rules section, MORALE CUT ditto, PHALANX IMMUNITY be- 
longs as an ‘Advanced Game! rule, COMBINED ARMS ATTACK belongs in an 
historic rules section. The historical game rules should have follow— 
ed the rule for HISTORIC SET-UP appearing on page 14 of the rules 
booklet. This is mitigated to some extent by the appearance on page 

15 of the sections to be used for an ‘Official Tournament Game! — 
whatever that is." 


Gary also mentioned: "Alexander the Great: boxed in the old-style 
flat package. They have returned to booklet-style rules instead of 
that horrible road=map form which SPI is to blame for. All components 
are of usual AH-quality (i.e. excellent), 

This series will be a nice break for CoSim—players, for we won't have 
to pay for expensive packaging in order to get a good game." 


"Alexander the Great", available from Avalon Hill, 4517 Harford Ra, 
Baltimore, Md 21214, for $8+postage. 


RE: WITE: ("War in the Hast", SPI) I just got another comment by 

fom Oleson (USA) about this game: "I have come to the conelusion that 
the 1942, 1943, and 1944 scenarios of ‘War in the East' are a colos— 
Sal waste of time, but that the 1941 scenario is good enough to jueti- 
fy the price of the game. I still haventt¢ played the Campaign Game, 

I imagine that few of those who start it will finish it, altho it 

does have rules that permit victory in 40 turns, as I recall. Even 
that would be a marathon." 


"War in the East", available from SPI, Simulations Publications, 44 EB 
23 St, New York, NY 10010, USA, for $20+postage., 
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BUROPEAN THEATRE OF OPERATIONS (ETO) (by Tom Oleson, USA) 
ae ARSE ooh cinta edb Rlptis omc aes Me UNCED SEE 


Most wargamers nowadays are forced to be selective in their purchases. 
Just wargamers? No, everybody, really. Therefore, it becomes important 
to select which games to buy, perticularly when two or more cover the 
same subject. A case in point is "World War II" (WW2), 98 from SPI, 
versus "Third Reich" (3R), $10 from Avalon Hill. 


When WW2 first came out, I was one of many fascinated by it. I was so 
sure this would become one of my favorites that I bought 5 copies, ex- 
pecting to have several PBM games going at once. Sorry to say, althe 

Io still enjoy it, my enthusiasm has waned. Why? Most importantly, be- 
cause the rules need considerable refining, and because of the scale 
of the game, 


The experience of revising "Anzio" taught me to be more humble about 
rules, and errors in general. Here is an embarassing example: when 
"War in the East" first came out, SPI drew attention to the fact that 
Smolensk was improperly noted on the map. I mentioned this in an ar- 
ticle as an example of their errors. After all, how could a Russian 
Front game owerlook Smolensk? They can now ask, how can a game named 
"Anzio" overlook Anzio!? The town of Anzio is one of 9 points figu- 
ring in the victory conditions of the 1943 versions of the revised 
game, but somehow it was left out of the list: a classic case of over- 
looking the obvious. 

So now I can better appreciate how the rules of a game fall short of 
perfection. Be that as it may, it seems to me that WW2 is worse ‘than 
most new games, perhaps because it is novel in many respects. If you 
play it, be prepared for a lot of negotiation with your opponent, 


Another point is realism. It is remarkable how realistic the game is, 
FOR ITS SIZE, but in an absolute sense, it is NOT very realistic. Just 
a few points: 

1. Armor "costs" twice as much as infantry, but is certainly not worth 
it. The characteristics of armor are poorly reflected in this game. 
Air power is almost as bad. 

2. Only the Germans can have paratroops. 

8. Naval factors are only roughly implied, 

4, The Germans can not come near to doing what they actually did in 
Russia, unless the Russian player is very poor. 

5. The influence of the smaller powers, such as Norway, Yugoslavia, 
Greece, etc, is poorly reflected, © 


I would describe WW2 as a remarkable TOUR DE FORCE, but a flawed game. 
It reminds me of carnival exhibits of The Lord's Prayer engraved on 
the head of a pin: remarkable that so much can be crammed into such a 
confined area, but why bother? ; 
It really is surprising how much of the flavor of the ETO has been 
captured in such a small,abstract,framework. You could almost call the 
WW2 mapboard tiny. It is 22"x28", but of that, only 17x18 (306 sq in) 
is the playing area. The rest is charts. I detest SPI's habit of using 
_ SO much of the mapsheet for charts, but no doubt others prefer it. A 
tiny map depicting a big area is almost a fetish for them. For exam-. 
ple, "Sniper", which just shows a few city blocks, has 770 sq in of 
playing area. I can't help but wonder how much better WW2 might have 
been if done with a map of that size... 
Another SPI game which I feel suffers from miniaturism is "Barbarossa" 
- the whole Russian Front on a 14x18" map (252 sq in). 


I admit that "realism" in wargames is often as much the product of the 
player's fancies reacting to the "glamour" of the components as any— 
thing else. But even if it is only pretending, I enjoy it. The scale 
of WW2 is so tiny and abstract that the illusion of realism quickly 
dissipated for me. 
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Obviously, bigger does not necessarily mean better, but one of many 
reasons I prefer "Third Reich" is its much larger size. The game 
board is 32x22 (704 sq in). Like WW2, 3R has some charts on the map, 
but I estimate that the actual playing area is over double that of 
its competitor. Furthermore, it is a handsome, durable BOARD, not just 
a piece of paper that will quickly show wear at the seams, and refuse 
to stay flat unless covered with a plastic sheet. 

In "S&T" 47, in one of his periodic diatribes against Avalon Hill 
(wih: which I just find disgusting), Jim Dunnigan brags of the great 
advance SPI has made in doing away with the mounted board. A board 
may cost more, but I can hardly agree that it is inferior to a fol- 
ding paper map. True, 3R costs 1/4 more than WW2, but I would say 
that it is twice the game. In every respect it is much better. 


WW2 has SPI's annoying multi-fold "road-map" style rule sheet, which 
must cost a fraction as much as 8R's attractive 48-page booklet. The 
rules to 3R could hardly be described as perfect, but both in content 
and presentation they are better than WW2. 

Although the WW2 counters are among the more attractive available 
from SPI, here again 8R seems to me superior. It has 11 different co- 
lors of shades depicting the various powers. Neither company comes 
close to Game Designer's Workshop (GDW) in the quality and appearance 
of their counters. 


Of course, you don't frame 2 game for hanging, so how does 3k play? 
Both games are definitely not for those who prefer a short fame, They 
are for the dedicated gamer willing to devote most of a day to a sin- 
gle game. WW2 is long and RELATIVELY simple. 3R is even longer, and 
quite complex. Both are fun to play, 3R more so, to me. 


Il particularly prefer four features of 3k vs WW2: 


1. Attention paid to economic factors. Among other things, this gives 
more influence to the minor powers. 

2e Naval and air rules. 

3. Greater space for real manoeuver in Russia. 

4. Excellent multi-player rules. 


WW2 has a fine 3—player version, and it is not impossible to devise 

a variant for more players, but 3R has much more elaborate and exten- 
Sive multi-player rules. I think that it is in this form that it will 
win greatest acclaim. : 


If one can afford them, both games are fine. They can be played with 
enjoyment, and are well worthy of inclusion in the library of the se~ 
rious gamer. If only one must be chosen, I suggest 3R. I think that 
every really zealous CoSim-player should own it, unless he just does 
not like complex, long games. 

There are many gamers of this sort. They spend many hours at the hob-— 
by, and play just as. well as the "big-game freak", but they just pre- 
fer the shorter, simpler games. | 


Years ago I wrote an article about my own personal dream game: the 
ETO done @ la "Anzio", From this you can guess that I don't think 
that even 38R is the "last word", but just one step along the Waye 


Just as we began with "Stalingrad" and "Barbarossa", and now have DNO 
(Drang nach Osten) and WITE (War in the East), no doubt one day we 
will have games on this epic theme far better than either of these two. 
Sureley, if the Russian Front finally brought forth games with a play- 
ing area about 8 times that of WW2, the entire ETO deserves a treat-— 
ment at least that grand. In fact, something even more mammoth will 
result from the eventual combination of GDW's "Europa" series games ~ 
the entire ETO on the scale of DNO. Something this titanic represents 
"the impossible dream"! No, give me an ETO game the size of WITE, and 
as well done, and I'll be happy (for » while...). 
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"SHIRD REICH" (AH), A REVIEW (by Rian van Meeteren, Holland) 


(wlh. First, I have to apologize for the type~slipes in E 3: the very 
well received and lauded article of Rian was of course about"1914" — 
and not about a game called 1941! Sorry.) 


"Third Reich" is AHs newest non-—mailorder CoSim release. Priced $10 
it encompasses a grand strategic simulation of World War II in the 
European Theatre. The game plays good solitaire, and there are possi-— 
bilities to include up to six players in the game. PBM is impossible, 
Due to the games complexity the game-length is very long: 6~20 hours. 
oo gets acquainted with the game this time might drop considera- 
bly). 

The game depicts the following situation: the Axis (Germany, Italy) 
try to conquer Europe by defeating two or three of the Allies (Eng-— 
land, France, Russia, and the USA), or by gaining enough objectives 
at the end of 1948, 


Everything in the game is of a high standard. The mapboard gives an 
abstracted picture of Europe in 19389 (Ireland—Urals; S-Scandinavia ~ 
N-Africa). Borders, rivers, mountains, and swamps are conformed to 
the hex-sides. The charts which are needed ~ or most of them — are 
printed on the mapboard. The 560 counters come in 11 colours. There 
are Se for ground, airborne, air, and naval units (also for U-~ 
boats). 
The rules are again in a booklet form which is no luxury, because the 
basic game only needs already 24 pages, advanced and multi-player 
rules need another five pages. The rules in themselves are quite 
clear, but considering the complexity level of the game it needs no 
explanation that some rules seem to be a bit hidden in places where 
they are not expected) Also the use of certain terms in the rules 
which are explained later only doesn't help very much when learning 
the game. To give ctedit to the designer, it must be stated that the— 
se problems don't get near the flaws which plagued games of the same 
complexity level like "1914" or "Anzio 1", Fe 
Every major wer has his own scenari ards which give neces in-- 
y maj power ha own scenario car ich give necessary in 
formation. They can be a bit confusing, because there are given two 
scenario's on each card-sides the fact that they have different co- 
lours diminishes this only slightly. 
A flaw in the mapboard is the lack of grid~coordinates or numbered 
hexes. This makes it very difficult to store away an unfished game — 
something that surely will happen with a game of this length 


eae 


The economic framework: The game is centered around the Basic Resour- 
ce Points (BRPs) which represent the economic strength of a major po- 
wer. They are acquired in two ways at the start of a year: every ma— 
jor power has his own yearly BRP allotment which is subject to growth, 
and conquered or retaken minor countries add BRPs to the conquerors 
total. The BRP computation at the start of a year sets a maximum on 
the operations during that year, because BRPs are used up during of- 
fensive turns, declarations of war, and the building of new units. 

It will be obvious that spending too much BRPs at the start of a 

year will hamper operations later on. If not all of the BRPs are used 
up at the end of the year, they are multiplied by the specific growth 
rate of the major power in consideration and are converted into a 
permanent growth in home country BRPs for all the years to follow. 


The game is played in quarter, every four turns complete one year. 
The board is divided in three parts, called fronts where each side 
chooses its operation-option separately (Western, Eastern, and Medi- 
terranean Front). There are three operation-options that canbe 
chosen: Attrition, Pass, and Offensive. 


Attrition seems to be equivalent to exerting pressure along the fron-— 


E 4/5, page 68 Rian van Meeteren:3R (Continuation) 
HEE HEH HK HH HH KKK HHH KKH KH EK KK HK HK HK KK KKH HIKE KH KIKI EHH KKK IIE ER HE 
tage; the results can be the elimination of some enemy units and the 
gaining of some hexes; Pass is equivalent to a quiet front: only move- 
ment to hexes not adjacent to the enemy is allowed. 

Offensive is the most interesting option: one has to spend 15 BRPs for 
every front where it is used on each turn, Air and naval units get 
their full capabilities, and the ground units can attack specific tar- 
gets; armoured units have the possibility to achieve a breakthrough, 
and te exploit it. Every combat will end with one of the sides elimi- 
nated. ; 


A complete game-turn consists of 1) Preparation (player chooses options 
he wants to use on the different fronts, subtracts the necessary BRPs 
from his total; eventual declaration of war against not, yet involved 
countries); 2) Movement; 3) Combat or Attrition (inklusive break~ 
throughs); 4) Unit construction (using BRPs); 5) Strategic Redeploy- 
ment (redistribuation of a certain amount of units, eventually using 
Sea-escort to do this). 

When both players have finished their moves, the game is moved to the 
next turn in which the player with the highest BRP total moves first, 
This opens the possibility to move two times in a row which can be 

very embarrasing ~ for the opp»nent. For instance, 4 breakthrough proof 
line probably isn't really safe, if the opponent can try twice in a 
row ~ preferably on the same spot.... 


Besides the usual Infantry and armour units, there are Airborne and 
Replacement units ~ there are tactical air and counterair missions, 

air attacks on naval units, ground support and defensive air support 
missions, air and naval interception, naval shore tombardment and 
‘transport, as well as amphibious assault and sea escort. 

England and the USA can build SAC units for the offensive and Anti Sube 
marine Warfare (ASW) units for the defensive at the expense of BRPs; 
Germany can build U-boat factors offensive y and Interceptors defensin 
vely at the expense of BRPs. z 

At the end of the year the respective builds are compared, and after 
even elimination (1 U-boat per ASW factor, 1 SAC per interceptor) the 
effects of strategic warfare are calculated; further calculations estae 
blish the new years total of BRPs, and subsequently they can proceed 

' by expanding a maximum of 10% of their BRP total at Strategic Warfare, 


Other rules, mostly of strategic nature, include the status of Malta, 
Gibraltar, Alexandria; Anglo—French cooperation; the Russian winter; 
minor countries; etc etc. 


The Scenarios: Fall 1939 ~ Summer 1942: From the invasion of Poland te 
the entry of American units in the game. The Fall of France and war 
with Russia are nearly prerequisites for a German victory.- Spring 42 
to Winter 1944: The problem here is to deal with the Russians befgre 
the strength of England and the USA make an invasion in western Europe 
possible.~ Spring 1944 ~ Fall of Berlin: The Anglo~American forces hae 
ve not yet landed in Western Europe, but Germany is hard pressed in 
the Hast. Victory depends on the time, that Berlin falls.— 

Campaign Game: From invasion of Poland through to the fall of Berlin, 
Vertainly the most demanding game of the set. Long term planning be-~ 
comes a necessity. First of all the Allies have to stop Germany short 
of getting victory by conquering two or three major powers, or by con» 
trolling 28 objectives at the end of 1943. If this is accomplished 
they still have to defeat Germany by capturing Berlin in time; other- 
wise it still will be » stalemate. The turn this happens decides the 
amount of victory. This game is truly a challenge for anyone who plays 
say 

In summary I would rate Third Reich as one of my personal favourites, 
It takes a lot of time to learn to play it, but it's worth it, Nobody 
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who's interested in strategic or prand Strategic games should bypass 
this one. There are some flaws like the impossibility to perform the 
Fall of France in one turn, and also the excessive losses that do oc- 
cur during naval combat. I also wonder why Germany is not given the 
possibility of SAC warfare against England; also the option to expend 
BRP's to build fortress lines like the Westwall or the Atlantic Wall 
are not there. 

On the other hand the game has so many possibilities that I'm sure 
that within a short time the pages of "The General" will be filled 


fp 


with variants and minigames, because the possibilities are numerous, 


My personal greatest objection is still the lack of a hex identifica-~ 
tion system. Maybe a sugzestion for a next printing? 


Critics and remarks are welcomed, 


(wih: I.have to ad that I have shortened this article; I hope nobody, 
and especially not Rian will mina too much, 

Another point: please, don't send me variants — neither for this nor 
for another game: I think 4 game should be played in the manner it is 
designed, and if the design is not good enough, if it needs a variant 
to be playable, then it just is a bad game and should get bought... 
Or am I wrong?) 


“THIRD REICH", "WORLD WAR II", AND SFI (by Lew Pulsipher, USA) 
EE a AND OPT 
(wilh: I am quoting a part of a letter of Lew). 


"Third Reich" is much more realistic than "World War II" in every 
way. I am another of the people who was very disappointed with SPI's 
game. There is no real feel for WW2, there are no reasons to do many 
of the things that, in reality, the countries had to do to win, and 
worst of all, the Germans have an automatic marginal if they choose 
not to invade Russia. The rules are poorly written, and that Marginal 
is only the worst of the mistakes that. they didn't clean out. All in 
ali, it Tes shoddy job. I can only explain its popularity in some 
guarters by reference to the title. All these frustrated grand stra— 
tegists can now play a ‘realistic Simulation' (they think). 


I'm in a peculiar situation. My dissertation field is military histo- 
ry, so I can speak with somewhat more authority about the history in 
Wargames than most can. Yet I play wargames because I like skill ga- 
mes (but not very abstract eames), not because they bear any signifi- 
cant resemblance to history (and most of them don't — certainly any— 
one who thinks that he is learning anything about what it is like to 
be a general by playing a wargame is sadly deluding himself). 

I'm appalled by some of the "S&T freaks", as I call them, who object 
playing to win if that involves doing Something that isn't ‘realistic 
Some people get very violent about that! Hell, .it’s: up-to the desig- 
her to eliminate realistic options, Unfortunately, SPI seems usually 
_ to eliminate any opportunity for the player to significantly affect 
the. course of the game when they eliminate the ‘unrealistic! options. 


“~ 


I must say that I agree completely with the desipn article in the 
Sep-Oct "General". T also detest the gross distortions of fact that 
one finds in S&T under the label of ‘objective reporting’ or something 
like that. To say that "Third Reich" was another "WW2" with production 
centers added (and SPI had found that the production centers added no— 
thing to their game) is nothing unless completely false. SPI coulda 
easily have found themselves the target of a suit for that. How many 
people who read that, who dontt have other information sources, are 
going to bother to check out "Third Reich"? This kind of thing is 
backstabbing, pure and Simple, 

It's not Surprising that the Dunnigan games tend to be so limited; 
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after all, how much can you expect from a man who doesn't play warga-- 
mes and who doesn't pay attention to his playtesters (or at least, 
hasn't in the past)?" 


And in another letter Lew Pulsipher wrote: 


"The latest S&T contains some very patronizing remarks about Avalon 
Hill in the guise of reporting ‘the facts' about the current state 

of wargaming. Andy Ph wrote to me that ‘it takes a certain kind of 
balls to refer to "The General" as ‘Avalon Hill's version of "Moves"'. 
SPI attempts to take credit for a lot of things they either didn't 
oviginate or don't actually do (for an example of the second, they 
make claims about game quality and especially rules quality which 

just aren't true)." 


-Then there is a letter of Torbjorn Alm, Sweden: 


"As you might know, SPI/USA gives much better service on surface mail 
than SPI/UK - the turtles in England seem to be mighty. Directly from 
USA, S&T 44 arrived in Sep 15, Moves 15 in October 15, and Moves 16 
in November 22 here in Stockholm." 

(wlh: To compare with: From SPI/UK I got Moves 15 and 16 December 28! 
My friends got S&T 44 in the end of November, S&T 45 this month (“an), 
i.e. the latest issues having arrived here from SPI/UK are S&T 45 

~- i.e. the Jul/Aug-edition, and Moves 16, i.e. the Aug/@ep-—edition.~ 
Furthermore, ordered in August, "Frigate" still did not arrive here, 
nor any reply on letters. And: Malcolm Watson has a printed informa-: 
tion-sheet, issue 1l is out in the moment — I never got one of these 
Sheets, though I bought several games by him... But let's go on with 
the letter of Torbj6rn Alm:) 

"I will never switch to SPI/UK. Anout six weeks after my article in 
"Soldat och Teknik' - an article about CoSim-gaming — the editor 

told me that nearly a dozen persons had complained that they had not 
a anything from England." 

wih: That of course isn't just the way to spread our hobby out over 
Contimental Europe...). But let's continue with Torbjérn Alm's letter: 
"ET read through ‘Moves! 16 the other day and found the W¥2 stuff very 
fine, especially for solitaire analysis. In the article on 'Musket & 
Pikes’, however, I have found at least one severe error. The units 
available for the Swedish Army were completely wrong. The author sets 
up MM and MP as bein, used by Sweden, which they never used, but for. 
got the EP used in Breitenfeldt, and most of all the SC, the backbone 
of Gustavus Adolfus tactics. This cavallery was largely from Finland 
~ Finska rytteriet - . This error should be pointed out." 


Then, a letter from Bob Latter, UK: 


"People seem to have different and changing opinions of SPI recently. 
Partly, this is probably because of the greater choice available now, 
with excellent new games producers making comparisons inevitable. I 
feel that SPI still offer the best CoSims and more NEW ideas, etc, 
but obviously they have more competition, which should be good. What 
is more interesting is the fact that there is far greater diversity 
of game systems nowadays. As we players have highly individual tastes, 
this tends to fragment us into little groups defending their own 
choices. Once, one had only two main differences: tactical/strategi- 
cal and complexity; realism / simplicity, playability. Now, one has 
also SiMov/no SiMov (which can lead to violently opposing views), 
Command Control/Player. control, and a greater polarising of tactical/ 
strategical games, i.e. they are getting more different." 


Richard Berg, USA, commenting E 3 in his letter: 
"It is always fun to read all those pro-con SPI letters - mostly from 
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people who haven't the frintest idea of what's going on at SPI or how 
it runs. Take your comments re: ‘Conflict! (which I happen to feel is 
a aloe eee first of all S&T is NOT a game magazine - it is a 
history magazine with a game in it. As such, it cannot be classed with 
other, player-oriented publications such as 'Conflict' or 'Panzer-— 
faust'. '‘Moves' is the magazine which deals with the playing of ga— 
mes — to compacze S&T with 'Conflict', which combines history and play- 
-itens, is to do an injustice to both. 

And as for 'Moves', it presently runs extensive game reviews on 

other companies! games (recently ‘Rand', 'Bar-Lev' 'GD¥' ... all by 
me, so I should know) plus extensive play-oriented articles on SPI 
games, which are played by the great majority of gamers, everywhere 
(Europe and USA). 'Moves' plans to do the same for non-SPI games, ho- 
pefully soon. 

But, then again, why does everybody feel that a magazine has to be 
all things to all people? One can read S&T for its historical artic- 
les (which I found someone amusedly calling ‘biased! - all history 

is biased my friend; it's in the eyes of the beholder) and the games 
and turn to 'Panzerfaust'! for strategies, analyses, etc. To assume 
that one must get all from one magazine is assuming too much — most 
gamers who are more than passively interested in the hobby are able 
to, and do, subscribe to more than one publication. Why does one have 
to feel cheated if he doesn't get something from a source from which 
he knows not to expect it in the first place? Then again, nobody's 
ever satisfied ~ so why argue?" 


And, a final letter quotation about SPI, this time out of a letter 
from Howard Barasch, Managing Editor S&T: 


"First I must explain to you why I have not or could not reply to you 
earlier. Regardless of what you think SPI is really quite a small com— 
pany in comparison to the amount of business that we do. Most of us 
here have more than one job to do. All of us put in over 40 hours of 
work a week and for some of us including myself the time approaches 
something like 60 hours. I have a number of jobs such as Editor of 
'Moves'!, managing editor of S&T, part time R&D, playtesting, adverti- 
Sing, marketing, sales liaison with retailers; ass't production mana— 
ger, inventory manager and Public Relations as well as a host of 
other jobs. As you can see it is quite a list of responsabilities 

and my work week is very busy.” 


Very finally, all those of you who got "Battleflag" 27 should read 
Harald Totten's article "The Game Explosion", this game explosion 
created mainly by SPI, but not only developing the hobby, maybe also 
killing the hobby -— creating mediocre players (nobody has time to 
play a game so long that you really know it afterwards), creating 
frustrated players (a lot of new games means, unfortunately, also a 
lot of mediocre or even bad games), and maybe (I am quoting Harald 
Totten now) "the hobby could well die under the weight of its own 
games", 


Actually, there are two problems connected with SPI as far as we Eu- 
ropeans are concerned: there is SPI-UK, and there is SPI-USA. 


Let's take the SPI-UK-—problem first: 


1) I could imagine that Malcolm Watson (SPI-UK) was a big help for 

the British wargamers in former times, since probably he was the 

first to import CoSim-games in England, This means -—- since we all 

are still profiting from the fact that our hobby was spread out there — 
that he deserves our gratitude. 

2) It is clear that it is a difference whether you order one or two 
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games directly in the States, or whether somebody (like Malcolm) has 
to order a lot of games, has to pay customs and freight rates, and has 
to stock these games. 

3) SPI-UK is not any more run hobby--like: SPI-UK has more or less re- 
gular ads in professional magazines, the prices of the products sold 
also are professional, i.e. SPI-UK is a profiting organization, and I 
am believing that the profits are not small - well considering the ex~ 
penses involved, 

4) Nothing against SPI-UK as a profiting organization — but then SPI- 
UK also must be prepared to work efficiently; I don't know whose fault 
it is — SPI/UKs, SPI/USAs, or both' ~ but it is ridiculous when zines 
and games take several months to arrive here (especially considering 
the prices asked for). 

5) It is not acceptable that clients - and this we are now, clients, 
not just hobby-—friends -— don't get answers, don't get informed about 
delays, ete.; if SPI-UK has too much to do and can't handle everything 
anymore, why then does he try to get more clients by publishing big 
ads? 

6) Compare once again the prices: a $8 SPi~game is available by SPI-USA 
for S8tpostage, eventually you may deduct a discount; in SPI-UK it 
costs  3.99+postage, and you get a discount, if you subscribe S&T 
with SPI-UK; the same game you get ~ within 6-8 weeks - from an US-— 
discount—house for $ 6.95, postpaid! (More than 60 SPl~games are avail- 
able by The Wonderful World of Games, 314 Marshall Ave, Laurel, Mary- 
land 20810, USA)J whether you order from SPI-UK, or from SPI-USA most-— 
ly you have to wait much longer, at least if you are living in Contin- 
ental Europe. 

7) The worst actually is that newcomers (cf the letter from Sweden) 
might get frustrated and lost for ever. Or, what would you do, if you 
would hear of something which interests you, which could get your new 
hobby, and then, after you have ordered an item of the only source you 
know, you don't hear anything for weeks, for months, maybe for ever? 


These are facts; maybe there are explications also: I wrote Malcolm 

Watson twice, once months ago, once more recently, offering him my pa- 

ges (free of charge, of course) — he could have told us which games 

he has on stocks, ready for immediate mailing -— he also could have ex-— 

plained us his point of view. He didn't answer on these letters, nor 

did he answer on others. ck also. the | 
{Vise of lola Ves~ 


I think, something should happen. What do you suggest? ain thay like ) 


The second problem - if it is one really - is SPiI-USA. 


1) First, I shall not forget to admit that SPI does not ignore Europe 
(nor "Europa", nor me); since issue 3 was published, things have chan- 
ged: I got aud I am getting infos by SPI ~ and several of the addres-— 
ses of EKuropean E--subscribers I got by SPI-people. I think, this must 
be seen of you (and me) also. Of course that cannot influence our dis-— 
cussion, but we should try to be fair, at least. 

2) We also have to admit that SPI really did a lot for our hobby, and 
they certainly still do a lot for the hobby: its not necessary to re- 
peat their gerits here —- you all know about this, and — other than 
others, they don't hesitate to mention their real (and some imaginary ) 
merits themselves often enough. 

8) There ave several points in the big amount of pro/contra-SPI-dis- 
cussions which have been mentioned on and on: SPI does not mind, nor 
do they bother about it. It's juss something they go along with, some- 
thing of which they seem to think that it is an unalterable, but irre- 
levant part of their job. It's nice and kind of them that they don't 
mind, but shouldn't there be some other reaction? Couldn't it be that 
some of the critics are right, and that some of the criticism are con-- 
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structive? 

4) It is right that we don't know a lot about SPI ~ nor about any 
others of the US-game-publishers. That is why I wrote to all of them 
in order to get their description of their cnbemprusesa.< but ype 
now I only got one answer (ef my introductory lines to Gary Gygax i 
article "TSR — What's That?" in this issue's Fantasy—part}) 

On the other side, I'm not so sure whether any explication would be of 
such importance: it might explain why things are like they are, but 
the problems are not solved by explaining their reasons: but, maybe, 
we understand — and maybe excuse some parts of them ~ botter, 

Sl ftsis up to them how many games they produce, how many subscribers 
they get for their zines (6100+ for "Moves", 28100+ for "S&T) — but 
since they ask professional prices for all of that, since it their 

job (and not their hobby anymore), and since — by the big amount of 
games published by them and by the big amount of subscribers of their 
zines — they are trying to Inonopolise the hobby as far as possible 
they should do something for the hobby (in their own interest also), 
and they should do something for their clients, their customers. It 
Should be a kind of ethical responsability they should accept if they 
continue to do what they are doing. 

And in the same time, they have to do everything possible to get more 
efficient: i.e. to deliver their products faster (to Europe also), to 
be able to answer their mail (and I know that they probabl¥°hundreds 
or thousands of letters each month -- I'm getting some hundreds myself, 
and [I am running a very small zine only), to produce the best possible 
games (whatever this would mean). I know — %o do this, they would 

need more people working for them, they would need more money also, 
and maybe then they could not produce as Many games as in the last 
months - but maybe their clients would agree with this. 

And, better games, better services, better contacts and relations 
would not help the hobby only, in a farer future it would help SPI 
also. 

6) The problem of the new game-systems (Command Control... Panic; e.o,) 
is not whether we like it or not. If their would only be a few SPI-ga-— 
mes with these innovations, we coul@é discuss it also, there would be 
people liking it, and other people disliking it. As it is now (you al- 
ways find people pro-something and contra—something). 

It is more the tendency which should be discussed, rather than the 
Single case: more and more the games are getting involved with luck, 
or they are getting more and more complicated ("complex"?), but where 
are the games to be played (and decided) mostly using your skill only? 
More realism? The only realistic wargame is war — so what. 

I'm not sure about the following, but there are enough designers rea- 
ding E, so they may correct me, if I'm wrong: Up to now, I thought de- 
Signer's biggest problem, or one of the bigger problem at least, 

would be, whether e.g, hex 2011 should be a mountain or a plain hex, 
whether there should be AFs and DFs of 2, 8, 4 ete, and how many units 
each side should get, and when, and where. 

Aren't games where a lot of luck is deciding much easier to design? 
Since luck governs the game, it needs no thinking and planning (or 
less, at least) how the map has to be designed, and how the unit-mix-— 
ture has to be. 

7) Fast and easily made games, bad written rules, disappointing games 
are frustrating. You learn their rules for hours (maybe), sUSctoto find 
out afterwards that you don't like the game, or that it isn't playable 
with the delivered rules, etc. And.there are more and more games like 
this. Or games which are only interesting for a short while. How long 
ean the hobby, how long can SPI afford this situation? 

And: in Europe it definitely wouldn't work; the average Huropean cu- 
stomer will not accept more than one or two disappointments... 
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8) Too Many games are not a disadvantage only: in former times, 2 lot 
of us tried to buy "all" games on the market: this isn't possible now 
- with more than 150 games around — for most of us, So, most of us 
will get more and more selective: and this might, if nothing else, in- 
fluence the hobby — and SPI as well. 


Other points could be added; they will later. This only as some first 
ideas: 


With this I am not intending to start a campaign AGAINST SPI, but a 
campaign FOR THE HOBBY — and this should actually coincidence with 
being POR SPI also, 

I am not looking for anti-— or pro-SPI letters now, I am looking for 
your contributions about the real problems, if possible 'sine ira ct 
studio’. 


(NB, If Somebody, by any reason, would like to quote parts of thise 
or others of my words, he may do so, and I wouldn't mind, if he would 


English it first, I even would appreciate it — if the sense would ve... 
main the same; okay?)(wih). 


TO ALL ZINE PUBLISHERS: ZINE CONFEDERATION? 
enn GENE VONTEDERATION? 


(wih). In Europe and the UK we have ca two dozen Di —zines (someti.. 
mMeS some more, sometimes some less), we have "Batt leGround" (NGC--zine, 
in which PBM-CoSim games are played}, and we have "Europa", 

In the USA I may mention the "American Wargamer", Flying Buffalo's 
"The Favorite", "The Gamesletter", "Jagdpanther™ & Co., "World War 
snthusiast", and © igna actually produced in Europe), a lot of 


Dippy—zines (including "Diplomacy World") also. And not to forget: 
"The K', 


Another group of zines; "Conflict", "Panzerfaust" on one side, "The 
: fe ACRE EL : = 
General", "Moves", and "S&T" on another side also. 


I don't need to explain you the differences between the above mention-~ 
ed groups. 


The zines of the first two sections have some commun points: they are 
produced unprofessional, unprofitable; most of us loose money in pu- 
blishing our zines (at least I do), we invest a lot of time and enthu- 
Siasm into our publications, partly because we just like to publish a 
Zine and because this is our hobby, but partly also by a kind of idea... 
lism, hopening to improve the hobby by our efforts, and to help our 
fellow-—players. 

We are also doing a lot of free advertisement and work for the game 
publishers -— without (I attempted to say ‘of course') getting a Lot 

or mostly anything froin them (in Europe we even have problems to get 
their catalogues... 3 Some of them even do as if they would do a fa~ 
vour to us, if they send us at least their information-sheets; and 
some others even don't react. 

Some of us write a lot of letters (I do, some hundreds in each of the 
last months) ~ but do we get the same amount of answers? I counted 

the unanswered letters in one of these January—days: I am waiting for 
122 replies... Of course, there was Christmas, and of course I am get. 
ting a lot of replies too: as you will have seen, this whole issue is 
filled with answers... 

Some of us only have a few dozen subscribers, some at least one or 
Some hundred readers, and I don't know whether the one or other of . 
you reaches 1000 or more players, 


If we would have or take the time to reflect about all this, it could 
be somey hat frustrating: under- or unestimated by game~publishers, 
without the acho most of us are waitine for (and which mostly they 
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would desserve also), with only a relatively small amount of readers 
feven if you consider that most of our zines are read and discussed 
by non-subscribers also) — is all this worth our time, our efforts, 
our money, our idealism, and our enthusiasm? 


Frankly, sometimes I think it isn't. 


But, there would be a possibility to change this: co-operating — as 
close as possible — our reader's opinions, and our ideas and thoughts 
as well, could reach much more other players; quoting from each others 
zines, distussing the same problems, trying to pursue a kind of a 
commun policy, spreading out what we find in each others zines, we 
would not only get a bigger audience, we would not only get a kind 

of counter-part to the professional manmoth-zines, we would not only 
get a real discussion-partner for game—publishers, we also could real- 
ly influence (and, I hope, improve) our hobby. 


This would give our personal hobby, i.e. the publication of a zine, 
&® new Sense, a new dimension also. And then — and perhaps only then - 
it would be worth whatever we invest in it, 


And, maybe, some of the bigger zines ("Conflict"? "Panzerfaust'"?) 
will support, or even join us... 


This as a first idea -~ if you are interested in it, please write me 
your suggestions. And, probably, together we shall find a practical 
way to get a kind of zine-confederation or zine—rink. 


(NB, If you got this sheet only, you will get the whole issue later, 
mailed by surface-mail... air-mail for monster-issues like this is 
awfully expensive). 


WHY NO DIGEST-ZINE? I wonder why nobody ever tried to publish a zine 
filled with re—prints of back—issues-~articles only. A lot of the 
back~issues of older zines are no more available ~ other zines have 
been or are read only from a relatively small amount of readers ~— 

but there have been, and there still are a lot of interesting artic- 
les around, worth to get read by a big amount of players. 

Couldn't somebody try to influcrce somebody to do it? George Phillies 
perhaps? 


WHY NO HANDBOOK? And shouldn't we also have something like a handbook 
for newcomers, something like the novice—packs Diplomacy—player can 
get? Addresses of game-— and zine-publishers should be included, a 
list of the most commun abbreviations, explications of some important 
expressioms, and maybe an objective (?) list of the more popular ga- 
mes (at least), 


ARTICLE-STORMING: By several reasons (too many games; no time for in- 
tensive study; etc) the amount of strategical/tactical articles is 
diminuishing. Why couldn't we try to concentrate our interest and our 
skill on some games, trying to find as much about them as possible? 

I would publish your thoughts, and later somebody could use all this 
material found in this manner to write a summarizing article. 
Independently, Larry Moran (USA/Switzerland) had the same idea: "'Ru-— 
ropa’ would be better in my Opinion if you selected one or two of the 
most popular CoSim games for intensive study. Right now there are too 
many games for ama~teurs like me to absorb. What is needed is a few 
games that everyone knows well, so that we can develop the strate— 
gy and tactics to the point where everyone will be interested. Also 
it would be helpful to be able to compare your ability with that of 
other players with the Same game. This why "Diplomacy" is so popular. 
Of course the games would have to be adapted to PBM otherwise you 
will lose the interest of many players who don't have the opportunity 
to play FTF." a 
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Considering the aspired size of my Zine (i.e. 30~40 pages...) I think 
Siant games wouldn't be the ones to select for this Article-Storming. 
But, maybe, you have any suggestions? 

In the mean-time, I would Suggest the followings: Rifle-Musket, Sea- 
strike, Wolfpack (because they have been discussed already in E); Kas-— 
serine Pass (because I think it is one of the more interesting and neg— 
lected CoSim-games); Barbarossa, Franco~Prussian War, Operation Olym- 
pic, Leipzig as possible SPil-games; 1776, PanzerLeader, Alexander, An- 
zio aS AH-games (the older ones are out-written perhaps). 


Not everybody agrees that strategical/tactical articles are important: 


LEO NIEHORSTER (BRD): "I don't feel qualified to tell anyone how to 
play a game. Rules lay out most points pretty well. Strategic hints are 
nonsense. Who needs them? Let people figure out what they want to do 
for themselves, and try it out too. Strategic/tactical blueprints only 
tend to channel people's way of thinking, and does away with the, to 
me, most important/interesting thing of wargaming, namely, your free- 
dom to, or not to, make the same mistakes as the historical characters 
made. If I want the perfect plan, I wouldn't play wargames. And TI 
wouldn't press my beliefs on anyone else either, I also think this kind 
of article that appears in the AH "General" is ridiculous. Also, the 
ones that tell about a game someone played, with a third (supposedly 
neutral party) making snide asides,.! 


LEW PULSIPHER (USA): "I am against ‘how to win' articles. It seems to 
me that reviews, news, almost anything is more important. After all, 

it seems to me that people must enjoy playing a game well much more 

if they've learned how to do it themselves than if they've learned how 
to do it by reading an article. Granted learning by doing may result in 
more losses, but the challenge is to learn in-as few games as possible, 
The ‘how to win' articles are for the people who can't stand to lose 
because they're ego-involvedi I detest losing, too, but it's an emoti- 
onal thing rather than intellectual, and I try to fight the tendency. 
Besides, if you play people no more experienced than yourself, you 

can ‘learn by doing' and still avoid losing." 


Ef have some other ideas about the value of this kind of articles, and 
I also got several letters asking for more articles like "1914" in BE oy 
but let's discuss it... Two voices about Reviews now: 


LEO NIEHORSTER (BRD): "TZ Suggest that each reviewer quickly resumes 
his likes and dislikes. If someone is a WW2 nut (like me), and reviews 
a game about the Middle Ages, none would buy it. Maybe. Thinking about 
this, just now, this is a big problem. Who is really objective, and 
buys games? I mean, you wouldn't shell out 88-10 for something that 
doesn't interest you either, would you? More thought to be given on 
this theme." 


BOB LATTER (UK): "To be of much use, a review really needs to include 
the reviewers tastes, unless it goes into a fair degree of depth as 
ian van Meeteren's excellent '1776' review did. (...) So perhaps re-~ 
viewers should include references and comparisons to other games to 
guide the reader's judgement of the reviewer's taste," 


JACK GREENE (USA): about reviews, cf in "The View from Isla Vista" in 
this issue. 


WARGAMER—WIDOWS: I saw an article in "Diplomacy World" I,5 (Help! by 
Carol Ann Buchanan; the "Diary of a Mad Gamewife" is announced in "The 
K" 9,33; in a later changed CapsBio I read ; "My wife is tr ing to burn 
all my wargames she can find"; I've heard the (though kind) complaints 
of Henry Robinette's charming wife Janet when they visited us; now I 
read in a recent letter: "Be eareful, divorce and marital discord is 
epidemic among wargamers!" Why not include them in our hobby, or at 
least in E? I offer them to complain, change recipes, ete etc here! 
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INTERNATIONAL SUBSCRIPTION EXCHANGE (ISE) : 


wlh. Some long time ago I have sent $4 to Edi Birsan in order to get a 
subs of "Arena". For quite a while I didn't hear anything of him, nor 
did I get "Arena". 

Then a spirit~mastered sheet arrived, telling me that "Arena" no longer 
allows subscriptions being only a "pitifully edited 2 page gamezine" 
now, but "Birsan took the money as the first (...) contribution from the 
outside to the ISE"' — just so, without having asked me before... 

Now, what's that, the ISH? 


The main idea seems to be that there is somebody in USA (Edi Birsan) and 
somebody in England (Da ve Johnson, 'Savani' Gorelands Lane, Chalfont 

St Giles, Bucks HP8 4HQ, UK) collecting money and transferring it to 
wherever you want. Or in the words of Edi Birsan: 


"What all this means is that three individuals (Roland Prévot, Edi Bir- 
san, and poor me) have money sitting around in a New York bank and they 
can purchase US zines or whatnot whith that money by writing to the 

NY agent (Birsan) and telling him to transfer the funds from his account 
to that of Joe Whomever (...}) In the same time you write the Joe Whome- 
ver and tell him that you are doing so". 


And, vice versa, British players could send money to Dave Johnson, and 
he would transfer it to the USA, or to Hurope etc. 


"A great idea" as Pete Swanson writes in "Queen Victoria's Funeral" — 
but I would like to know whether it really works. I would myself be ve- 
ry interested in, especially since it seems to be so difficult to trans— 
fer money from the UK to Europe, and so expensive also. 


BUT ~ I have written to Hdi weeks ago, asking him to get some items for 
the money I have on the ISE-account. I also offered him to be the Euro- 
pean agent he was looking for. Up to now I didn't get any answer from 
him, nor did I get any of the items I wanted to get. 


And — I have heard at least the name of Edi Birsan before; but I have 

no idea who Dave Johnson is. Now, I wrote him today — hopefully I have 
an answer of Edi and him soon, and then I shall tell you more in my next 
issue. Maybe this would be a possibility to facilate your re-subscrip-— 
tions... 2 


Actually, I am looking for an English agent willing to collect and trans— 
fer the money of my English subscribers (sorry: British I meant). (The- 
re was an offer of Nicky Palmer in the name of NGC, but finally it seems 
that it doesn't work). 


AWARDS 


wih. All (or most) of you know about the problems involved with the 
(Diplomacy) Calhamer Awards. 

Now, John Mansfield now suggests (in "Signal" 70) an international set 
of awards to the board gaming hobby, named the Charles Roberts award 
(Charles Roberts, the inventor of Tactic 11, the first ever board war 
game). "These awards will finally provide the game designers, zine edi- 
tors and others to have something to strive for. Also, it will allow 

us all to say something about the hobby" (John Mansfield in "Signal"). 
I don't see the point in the last quoted sentence ~ everybody always 
can say something about the coe and how could somebody say more 
about the hobby in just giving an award? 

Now I read that — in connection with the Brussels—Con (besides, did you 
write Michel Liesnard already that you are coming alSo0?) — awards also 
will be given; the Goupi Awards for the Best European Boardgame Player, 
the Best European Diplomacy Player, the Best European CoSim Games Fan- 
zine, and for the Best European Diplomacy Fanzine... 
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I wonder whether these awards are a) necessary, b) good, c) organized 
in the best possible manner, 

I wait for your comments — I only shall mention one thing concerning 
ae 


The manner the Calhamer Awards’and the Goupi Awards .4s organized is 
problamatic at least, as the last Calhamer Awards have prooved; I don't 
know yet how the Charles Roberts Awards will be organized. 

To entitle all players (Calhamer) or all members of the Con (Goupi) to 
vote certainly gives these. awards a democratic touch, but democraeéy is 
not — if ever ~ the best way to always get the most correct result, 

How many people really do know the Dippy-scenery (Calhamer), the Euro- 
pean players and zines (Goupi), or the whole hobby (Ch Roberts) well 
enough to be able to vote reasonably and correct?. 

Therefore, I feel that - if ever Awards should be given — the decisi- 
ons should be made by a committee of experienced players who really 
know what they are deceiding about, ise, who know "all" players and 
"all" zines and "all" games. 

Not the nationality, the sympathies, the circulation, ete should deci- 
de, but the real knowledge, the real merits should be taken in conside-— 
ration, and all possible attendants should be known by all those vo- 
ting. ae 


Everything else is a farce. 
GAMING CLUBS: EXAMPLE USA (out of a letter of Lew Pulsipher, USA) 


I will describe some aspects of US gaming clubs that might interest 


those who are thinking of setting up an organization in Europe. 


‘There are two ways to organize a large area. The first is the attempt 
to form one large club - in the US, "Spartan International", "Interna-— 
tional Federation of Wargaming", "American Wargaming Association", ete. 
This club is formed around a Zine or zines. Dues are quite high since 
the zine is usually pretty large and appears monthly. Depending on the 
club, the zine more or less takes up most of the time of tthe officers. 
The members. feel somewhat left out unless there is an active club of- 
“ficér- in their area who organizes ftf meetings andpossibly conventions, 


The largest membership ever attained by a club of this type is 700 
claimed by SICL (Spartan) or 500 claimed (and backed up with an address 
list) by IFW. AWA is the latest, and now just about. only, national 

club in the USA. It's membership is around 70 after over a year of ope-— 
ration, IFW died because the zine became too much for the officers, 

and because the officer corps was small and no means were really esta-— 
blished for infusing 'new blood! into the officer group. IFW was anrso-— 
called ‘democratic’ club, which meant that there were elections every 
year or two in which one or two people ran for each office, and there-— 
after the officers decided what would be done and the members had no 
say (and most didn't care), AWA is also "democratic!, and-it also, tas 
difficulties finding officers, and its» members also generally have no 
say in the government and don't care that they don't. SICL was a very 
complex organization with, in effect, a dictatorship of Russell Powell, 
and later, of the people who pumped money into the corporation — Powell 
and the Hoffbauer's. They were very much tournament oriented, but it 
Was never possible to make tournies pay for themselves. Powell once 
told me that he'd poured thousands of dollars into the organization 
each year for a number of years to make up the deficit. Powell lost 

his job, and while other philanthropists came forward and high dues 
(marketing commercial games also) gave the corporation some money, ap— 
parently the whole thing just collapsed of its own weight of bureaucra- 
cy and false conception. : 

I don't know whether the Professional” Wargaming Association still ex-— 
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ists, but as a tournament organization they face the same problem as 
SICL -- where will the prize money come from? These people want to set up 
wargaming as a sport, but the money just isn't there -— no Sspectatirs, 

no big--roney sponsers. 


The other type of organizational method is regional or local organiza- 
tion funneling up to a higher levél or anization. AWA is trying this, 
but in my opinion their emphasis on the national organization and on in- 
dividual membership in the organizaticn, rather than of membership of 
the local groups in the larger organization (a federation of local—-regi- 
onal groups) will finally doom them in the same way it doomed [FW and 
SICL and all their predecessors. The big attractions of these clubs has 
been their zine. Now there are a number of good independent zines, and 
people don't need the clubzines. The AWA's club zine is better concei~ 
ved than those of IFW or SICL, but as presently constituted it is not 
unique enough to be a real value. 


I have been a member of IFW, SICL, and AWA: I am not speaking from hear— 
Say, Tor the most part. 

i favor a different type of club, rally a club that is designed to serve 
a specific purpose and which then may fade away. 

When I got into national gaming I became a member of IFW. There were ve-— 
ry few wargamers in Michigan at that time, even though Michigan is a re- 
iatively wealthy and populous state among the US. After I had been in- 
volved with "Diplomacy" for a few years I found some people who -were 
willing to form a statewide club which would promote FTF gaming contacts 
in the state, and Herb Barrents and I founded MOW (Michigan Organized 
Wargamers). At first each member subscribed tonHerb's Diplomacy—warga— 
ming zine. Later we added a 50¢ fee for membership and then members 
could subscribe to one of three zines of the same type -— Diplomacy and 
wargaming. ; 

Now we have a séparate bi-monthly zine (22 pages) and a $1.50 fee — 
which compares favorably with $4 for AWA, $6 for IFW, $10 for SICL. At 
first our task was to find people who played games ~ the same task that 
you have in Europe now. Lt seemed like there just weren't any, but we 
found that this wasn't true at all. I'll bet vour estimates of the num— 
ber of European wargamers are quite low. ee We printed address lists 
for Michigan and surrounding states in various issues of the newslet— 
ters, and this helped stimulate contacts. From knowing perhaps 50 addres-— 
ses for Michigan in 1971, we've now collected probably 400 (wlh: I star— 
ted with a dozen addresses last Summer, and now I have more than 400 
Continental addresses). Some of these people are new to gaming, but 
others were there all the time. We had the advantage of being able to 
contact many of the people individually since we covered only one state, 
not the entire country. We could all meet each other at mini-cons and 
conventions because most parts of the populous area of the state are 
within 200 miles of each other. 

We did not make the mistake of becoming "democvatic". We organized a 
board of interested people which decided what we would do — though 

there was not much to decide since we usually agreed that only one alter-— 
hative was practicable. When new people appeared who seemed interested 
in the organizational aspects of the club, we asked them to join the 
board. There was no vaste of time with elections or such nonsense. Eve-— 
ryone who wanted to work and participate had the opportunity. I publi~ 
shed last danuary a ist of 100] eamers. addeoesas op Michigan and borde— 
ring states, and at the same time so many gamers had been found in the 
Detroit area that it was no longer necessary to stimulate FTF contacts — 
there were enough people that someone or other would find out about new 
gamers through store owners, friends, newspaper articles, etc. We no 
longer depend on the Zine to hold things together, because there are 
other sources of information. Whenever people want to do something, a 
con or whatever, they have plenty of FTF contacts or contacts through 
minor zines, etc that they can get things rolling. The zine is still 
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published, and in fact it's one of the better zines in the country, all 
things eonsidered, but it could just as well be an independant zine and 
it could disappear without destroying what has been done. 

There are local groups now in many areas where there was nothing a few 
years ago, and these local groups will continue whether there is a pa- 
rent organization or not. In effect, the club has become a federation 
or confederation of local clubs. The essential purpose of the club, 
stimulating FTF gaming, has been accomplished, 


In the same way, the only national organization I can conceive that 
will ever be a success is a low-profile MOW type organization covering 
the entire country, which becomes less important, or becomes only a 
place for regional clubs to interact, when regional and large local 
groups become strong. 


It seems to me that something of the kind ought to be set up in Europe. 
I must admit that I don't know how much nationality will mean to you 
people. I am assuming that nationality, in itself, will not be a bar-— 
rier, though language will be. If, then, you attempt to form regional 
organizations, one for each language or country, coordinated by a Con— 
tinental organization with representatives from each language/country-— 
organization, you ought to be able to stimulate gaming without making 
a lot of unnecessary mistakes and doing a lot of unnecessary work. 
Each regional organization can work in its own area to recruit warga-— 
mers and find veteran wargamers, set-up communications through local 
zines, and set up FIF contacts which are really the guts of a success~— 
ful wargaming organization. 


You have to avoid petty bickering and competition, naturally. I think 


that elections would be a great mistake, especially given the inevita- 
ble tendency to vote for a person of one's own language (I am thinking 
of people who don't know English well). Elections create hard feelings. 
At times a person who is willing to work will be discouraged by losing 
an eiection, and he will not wish to do anything. 

When duties are defined, as they must be for elections, this limits 

the number of workers somewhat, and in general it contributes inflexi- 
ty. Look at the IDA'ts preblems with the editor position — the people 
who wrote the constitution were not familiar with previous wargaming 
club efforts, and they introduced inflexibilities which now require 
considerable amendments if not a new constitution. 

A system of co-—optation into a Council which determines important ques— 
tions, while individuals volunteer for specific assignments as the need 
becomes apparent, is the most flexible method. If one job becomes too 
much work for one man, you split it and give it to two people. If an- 
other job becomes superfluous, you abolish it. These are things that 
are difficult to do if you have a rigidly limiting constitution. You 
can certainly adopt a constitution to prevent wild things like appro— 
priation of the treasury to one individual by a ‘corrupt! Couneil (not 
that that is likely to happen), of course. 


(wlh: I have sent a questionnaire to several Diplomacy—veterans asking 
them about the possible organization of the Furopean Diplomacy life, 
and the possible cceperation with the more organized UK—Dippy-scenery; 
I got several answers yet, though some are still missing; let's consi- 
der Lew's letter as part of both discussions: how should Diplomacy, how 
should CoSim—board-gaming get developed in Europe? The answers I got, 
and the answers I shail hopefully get, will be published later. 


I feel that both sections of the hobby, Diplomacy and CoSim, should 
co-operate as much as possible; all kind of separations would be bad. 
And I also think that a great organizational effort — with staffs, di- 
rectors, presidents, secretaries,etc — isn't the right thing to do now. 
What we need are just people volunteering to do a lot of work to get 
the European players together ~ does anybody want to help me?) 
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COSIM, EUROPE AND THES FUTURE (by Christian Lindner, Sweden) 


It is really good to see the CoSim—hobby growing so fast now here in 
Europe, I think the invention of the magazine "Buropa" will lead up 
to a massive increase in CoSim—players within the next months and 
ears. 
Th my opinion there is an advantage of having the central of European 
CoSim—playing situated in Switzerland, instead of having it situated 
in one of the major powers. If the former wouldn't be the case there 
would be a great risk of having the national clubs soon going their 
own ways. 


When the CoSim—hobby will get publicity and the general public will 
read about it, some pacifists probably will shout: warmongers! How-— 
ever, such attacks easily can be rejected with logical argumentation. 
If the breakthrough for the CoSim—hobby had have come in Europe four 
or five years ago, the situation probably would have been different. 
Then left—wing—extremists would have demanded to stop what they would 
have called 'fascistic' activities. But changes have taken place sin~ 
ce Peking has sent new signals. Pacifism is ‘out', and now those sa— 
me people call for larger defense—budgets and are warning of the Sov- 
jet expansionism. So, probably, there will be not attacks from that 
Side. 


One hopes that clubs which with no doubt now will be constituted, 
will take an independent line against the big game-companies. The re- 
verse Situation seems to be true in some parts of the USA, 

Avalon Hill are now launching a counteroffensive against SPI on the 
US-market. They have heavily improved there games in both quality and 
quantity. "The General" is also improving. 

This can only be good for the hobby. Certainly, a monopolistic situ- 
ation would be the contrary. 


I really hope that SPI will return to their game—approach instead of 
their present abstraction-approach. You can argue against this and 
Say that all games are abstractions. Of course, this is true, but the 
point is: There are different levels of abstraction, and when you 
pass a certain level you get a mathematical exercise and not a game. 
The ultimate result of the abstraction-approach would be a ‘game! 
without map and counters, just rules and counter-—shéets where you plot 
your operations and resolve them on a matrix. I do not believe that 
most CoSim—players would like this. 

However, no one can deny the enormous contributions SPI has giwen to 
.the hobby. The second movement phase, invented by James Dunnigan, is 
one of them. 


‘Among the minor companies, John Hills "Conflict Games Co", and SDC's 
"Conflict" magazine are very promising, even though I do not agree 
with the latter company's philosophy on some points (wlh: which ones?). 


I hope we shall see more 'super—games! like "War in the East" in the 
future. WITE has shown that such a 'super—game’ ean be playable. Pro- 
bably many CoSim—players are awaiting a similar game on WW2, restric- 
‘ted to the European Theater of operations. However, no game—company 
has shown any intention yet to do such a game. 


Then there is the problem of mounted vs unmounted maps. I, and I feel 
many others, prefer the unmounted ones. Once you have mounted them, 
they are clearly superior to the already mounted ones in the games 
you buy. It would be good if AH would start to seJl1 additional un— 
mounted maps to their games. 


Well, one thing is sure: we are going to see a boom in CoSim—playing 
in Europe the coming years... 


(wlh: A rather optimistic view - well, Tet's hopew-s). 
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RE: USAREUR (by Gordon Crighton, USA) 


Upon my return from Quebec City this evening I was pleasantly surpri- 
sed to find numbers la and 3 of your Zine waiting for me. I think it's 
a great idea, long overdue. I'm glad to see so many people taking an 
active interest in it. 


One thing on page 8 of number 3 caught my eye: the letters from John 
Mansfield and Michael Carmichael about what I suspect was my letter 
to "S&T" which appeared in their issue-44. 

It seems that my view is not shared, and let me be the first to say 
that (1) I hope neither side is ever put to the test, and (2) I would 
be very happy to be proven wrong. But pending ‘proof! of one view or 
the other, I believe I awe everyone an explanation and clarification 
of who I am and why I said what I did. 


Who I am: Crighton, Gordon ("S&T" does a terrible job on names), Cap-— 
tain (then First Lieutenant), Field Artillery, Regular Army, service 
in Germany January 1971 — January 1974. MOSs (Military Occupation 
Specialties) 1193 (cannon and rocket artillery), 1154 (target acqui- 
sition), and 2162 (staff). Age 26. 


What I said: well, I guess you must have printed that already. (wih: 
yes, actually, in issue 2 I quoted the letter Gordon wrote concerning 
the bad condition of USAREUR; by several reasons Gordon got this is~ 
ue > WGER a dene doves cniy) 

Let me point out, though, that I was talking about United States Ar~ 
my Europe, not about NATO in general. Somehow John (Mansfield) seems 
to have gotten the idea that I was disparaging everybody, which is 
not at all true. My experience with Canadian Forces has been limited, 
but as far as I could tell they stand head and shoulders above the 
US contigent in knowledge, attitude, and esprit. The same goes for 
the Bundeswehr, with whom I had more contact. 


Why I said it: In the course of my tour in Germany I was assigned to 
three different units; I was an inspector for one of them, which put 
me in contact with numerous units and with inspection teams from 
Corps Artillery to USAREUR level. se 

-In short, I saw more of USAREUR than the average lieutnant does. And 
what I saw was rather poor. Maybe I was expecting too much; but some- 
how an army whose officers can't perform well during the daytime be- 
cause they were always out at night breaking up (or trying to) race 
or drug fights among black GIs, white GIs, German civilians, and va-— 
rious police forces doesn't strike me as being very well off. Again, 
maybe the units I saw (and, on request, I will name them, with cir- 
cumstances) were not representative; maybe the NCOs and officers I 
talked to weren't telling the truth; but somehow I doubt it. I just 
had to tell it the way I saw it at the time, and I did. 


There is an opinion that USAREUR is slowly improving now that Viet- 
nam no longer comands top priority for the US Army. This is likely. 
However, the very fact that improvement is so loudly boasted about 
over here is evidence of what the situation had gotten to be. 


Well, I hope that's a good enough explanation for the curious. 


My view is pessimistic, but I think healthy pessimism is a better at- 
titude than overconfidence. Remember, if everyone, on both sides, 

. thought that their forces were in terrible shape, the chances of war 
would be practically nili 


RADIO ERIWAN 


Q. Is it true that certain CoSim-game publishers and USAREUR have so- 
mething in commun? 

A. Principially yes; but the mentioned game publishers can and do 
produce errata-sheets also.. - 
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(wih: I'm not sure whether “humour" —~ as space-filler or as special pa~ 
ge is really something which has to be in a zine like EH; but some of 
you asked for... I publish these jokes (or "jJokes"?}) on an extra-page, 
especially because I don't know yet, how the drawings will comeout... 
Nobody here is really able to Araw on stencils; and, in this manner, 
you just can throw this page away, if you don't like it (another ad-— 
vantage of not using staples, isn't it, Will?). 

Something else -- a lot of these following remarks are more or less ob-— 
viously aiming SPI; this could give the impression that we are rather 
anti-SPI-directed., Actually, this isn't true, But, SPI just is the 
biggest, the most important, and therefore naturally also the most 
discussed and criticised CoSim-game—publisher. Obviously, therefore, 
there are a lot of aims for ~ more or less witty, facetious or sarcas- 
tical remarks... And, finally, most of you are subscribers of "S&T" 
and will understand what Cy is speaking about...) 


RADIO ERIWAN, SPECIAL CoSim-TRANSMISSION (Cy Hofmann, Switzerland) 
oe eet EY EA VON TMT hANOM Loo LUN 


After having read the "Outgoing Mail" James Dunnigan's in the last 
issues of "S&T", Radio Eriwan got a lot of mail of somewhat concerned 
people from all ower the world: 


Q.: ts it true that Russia wanted to attack the western world after 
having played SPI's "ww3"'? 

A.i Principially yes. But then our clever generals decided to take the 
safe way and to wait for SPI's errata sheet first. 


QO.: Is it true that comrade Breschnew momentary is in a sanatory for 
mentally ill people? 
Ao: Principially no. But he finally got the SPI-games the Russian em-— 


bassador has asked for; and now he is trying hard to figure out how 
the "World War II" game works with the given rules. 


Q.: Is it true that SPI got a letter from the CIA asking for their 
newest game’ "Search and Destroy"? Did they really write that they want 
it in order to.train their agents? 

A.: Principially yes. 

Q.: Is it true that Russia learnt a lot from CoSim-game publishers? 
Aw: Principially no. It's a long-time custom in Russia to make a lot 
of propaganda and promises and to hold only a little part of them, if 
ever. 


O.: Is it true that GDW is planning a super—super—game? 

A.i Principially yes. If you sent them a SSE you get a giant-giant— 
counter; the whole world is considered as the map of the game; they 
just started to superimpose a hexgrid. As soon as they will have fini- 


shed this work, you may start your turn and move your unit. 


O.: Is it true that a Kussian invented CoSim-gaming, and that all the 
development and innovations since have been found by Russians? 

A.: Principially yes. It all has been done by comrade Jimew Spinski- 
Dunniganow. . 


Q.: Is it true that Mr Henry Kissinger is very concerned because the 
"Sinai"~errata-sheet is not out yet? 
A.: Principially yes. So is our comrade Arafat. 


O22 bs 2 tatrue, thet "S&T" is starting to publish now errata-sheets for 
their outgoing—mail-—column too? 
A.i Principially yes. Principially no. Pricnipially. Yes. No. Yes. No?! 
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(wilh: Only a few info this time again, sorry, cf "Editorial"), 


T¥WOG (314 Marshall Ave, Laurel, Maryld 20810, USA) sells some interes~ 
ting adult—games also, most 50¢—S1lecheaper than elsewhere, postpaid al- 


so (lifte-time membership: once $5): REALM (363), NEWTOWN ($83), WEF? 


IN PROOF ($6.95) are the ones I bought and liked (and hope to review 
soon), some others sound interesting; I ordered several... 


REALM: Those having this game already might be interested in a rule- 
change sent by its co-designer Sid Sackson: "With experience it will 
be found that the player who plays first has a considerable advantage. 
To compensate, Double—Moves are allowed at certain turns. In a D-M 
turn a player May move 2 different pieces or 1 piece twice. The 2nd 
player is allowed to make the first D-M on his 83rd turn, but may save 
it wntil any later turn. Once the end player has taken his D-M turn, 
the Ist player must take 2 regular turns and then may take a D-M turn 
at any time. And so on, alternating between players."(This variant can 
be played in all set-ups). 


SID SACKSON's "A GAMUT OF GAMES" 210 pages about games - fascinating! 
or once, the words on the book's cover are totally true: "an exciting 
eollection of 38 old and new Sames, none of which is available in any 
book on the subject. They were selected not only because they are dif- 
ferent but because they fulfill some function not adequately satisfied 
by standard games." This book is really a must for the interested in 
adult games, Available for ~2.30 (UK), H2.53 (Continent) by David G 
Watts, 32 Kastleigh Dr, Milford Haven, Pembs SA73 2lLY, UK.— (NB: About 
Sid Sackson: ef CapsBio in E See So 
Dave Watts also sells: RC Bell, Board & Table Games, Vol I (Oxford U 
Press): 230 pp, 164 diagrams: 65p/72p; BC Bell, Discovering old Board 
Games (Sie on. 76 pp, 59 diagrams; 45p/s2p; A Pennycock, Indoor Games 
Book (Faber), ¥2.55 UK, Continent ca 2.78; you may also get other 
books by him, cheaper than by your local bookshop probably. 


All the other material about Adult Games would fill more than the avail- 
able space ~ so let me finish this page with some THumotup 4 
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PROBABILITY (by Tommy Sundstrom, Sweden) 


(wilh, I must admit that I have no idea about math, and also that I 

do not play my games in a mathematical, but more in an empirical way. 
On the other side, I am sure that mathematical studies on a certain 
game could lead to interesting and useful results. But, one point 
should be taken in consideration also: in our games, often one side 
ean take a lot of losses, the other one only a few. And, considering 
eventual losses only, you don't see the real value of an attack: lost 
or gained time, and strategical effects often are as important as the 
amount of units you may loose, and sometimes they are more decisive.- 
Therefore, i.e, not being really able to judge this kind of articles, 
I am publishing mathematical articles with some hesitation; on the 
other side, since you might be interested in...). 

(wilh. Besides, in the best ever written article about "Stalingrad", 
"Stalingrad in Detail", by George Phillies — republished in "Warga-— 
mer's Guide to Stalingrad" ~ you find several hints based on mathema— 
tical consideration; maybe George Phillies can get influenced to wri-- 
te something about the "p-—factor" for our readers...) 


Probability is a very important part of a wargamers knowledge, if he 
doesn't just play "Kriegspiel", but I suspect there aren't very many 
that know enough about it. I am not very good at explaining, but I 
Shall try to explain the fundamental principles. 


First, when you are trying to decide whether to attack or not, it is 
very good to know how much you are going to win or lose. The follo- 
wing method I have got from Don Turnbull ("Albion"), and I think it 
is very useful: 

In the following formula: (had secu args =x , 'x! means the expected 
average loss; 'a' = losses if = you throw an 1, 'b! = losses if 
you throw a 2, etc. 

I shall take an example from "Winter. War" where a 2-1-2 is attacking 
a l-~l-3 at 2:l-odds. The table in "Winter War" looks like this: 
I; Ar, 2: Ne, 3: Ex, 4: Dr, 5: De, 6: De, and the formula is there-— 
fore: (0+0+2+04040) : 6 = 2/6 = 1/3. 

The formula for the enemy is: (0+0+140+14+1) : 6 = 1/2. . 

This means that you are going to lose 1/3 attack point while the ene- 
my is going to lose 1/2 attack point on the average. 


You can also put the two tables together counting the enemy losses 
as plus, and your losses as ‘minus. 0+0+(1-2)+0+14+1 Revie 

Using the same example you get: 6 eS 

This means that on the average you are going to gain 1/6 attack 
point. 


Another, more complicated attack is if, for example, you are going 
to attack with three 20-12--2 against one 6-6-2 on a fortified hex. 
The CRT is 1: Ne, 2-5: Ex, 6: De. The formula will be: 


0+(6~20)+(6-20)+(6~-20)+(6-20)+6 _ 50 oa 
SOG oe Oo ee a et ig et ee 


You are going to lose (minus!) 8,33 attack points on the average, 
but here that.isn't the main thing. The main thing is that you are 
going to break the line. That you are able to do if you throw bet~— 
ween 2 and 6 on the die, the probability is therefore 5/6, or, in 
words, you are going to break the line five times in six on the ave- 
rage. 


That was quite easy, so lets go over to the first example which is 

a bit more complicated. First you've got to decide whether you want 
the 1-1-3 to leave the hex or if you want it to be killed. If you 
you just want it to disappear from the hex, the probability is 2/8. 
If you want to kill it, your chance is 1/2. Your chance to kill it 
without being killed yourself is 1/3, and your chance to be elimina— 
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ted yourself is 1/6. 


But let us see how much one can suffer for getting one AF, not consi- 
dering the victory conditions and strategic situation. 
In principle one should count the number of units one has left (+ re- 
placements), then count the enemy's number of units left (+ replace- 
ments), and then divide ones own number with the enemy's number. 
Since it is a bit difficult, especially in a FTF-game, to count out 
the units on the map for every attack, I recommend you to count the 
units on the starting position and use it during the first part of 
the game. Later fewer units will be left and it will be easier to 
count. 
Let's make an example: Before the game you counted 153 AF on your si- 
de and 72 AF on the enemy's. This gives you a quotient of 2.125 (i.e. 
153:72). Or, to put it another way, you can spend 2.1 (the last deci- 
mals aren't that important) to get one enemy AF. Or, in a third way, 
you have 2.125 times as many AF than your opponent. Your enemy's 
quotient is 72/153= 0.471. 
Let's apply this result to the first attacks we have made (7-3-2&2-1-3 
against 3-3-3). I am going to start with counting the second attack: 
There a 2-143 fights against a 3-38-38. The average loss for the 2-1-3 
side is 1 AF, for the 3-3-3 side 0.5 AF. As I said above the 2-1-3 si- 
de can afford to lose 2.1 (exactly 2.125) AF for every attack factor 
eliminated. Now we shall see how many AF this side will lose for eve— 
ry AF it gains. It is quite simply 1 AF : 0.5 AF = 2; this means that 
for every AF the 2-1-3 side kills he loses, on the average, 2 AF. 
This is inside the limit, so the 2-1-3 side gains relative on his at- 
tack, and, if he is only doing attakcs like this, the 3-3-3 side's 
units will be gone before his. 
Now we shall take a look at the 7-3-2 attacking the 3-3-3. There the 
- attacker's average loss is 2 and 1/8, or in decimals 2.33. This is 
more than 2.1, so this attack isn't profitable (at least if you only 
count AFs) for the 7-3-2 side. 


Now back to the first formula. This part is for those that can count 
with negative numbers. 
What you do win by counting this way is that you can count out both 
yours and your opponents losses and get the difference in one count, 
The only thing you have to do is substract your own losses from your 
opponent's losses for every throw (1-6), add the differntials, and 
divide the sum by 6. If the result is negative you have lost. 

As example: I shall count the first attack with this method (7-3-2 
against 3-3-3) and compare the result of this method with the result 
we got above (7-3-2 side loosing 1.38 AF more than 3-8-8 side). 


aay we shall see the losses for the different die-rolis (4 = die-~ 
roll): 
di = 0 AFP —- TAP = ~7AF; d2 = OAF — OAF = OAF; d3 = SAF - TAP = 4AF; 


d4 and d5 have no effect on any unit (as d2) = O AF; 46 = 8AF - O AF 
= SAF. This gives us the formula: 


(-7 AF) + 0 AF + (~4 AF) + 0 AF + 0 AF + 3 AF +8 AF _ 1.33 
6 Sees Serge. 
But remember that this method isn't useful when you are counting how 


many AF you can sacyifice for killing 1 AF of the enemy's army. The~ 
re you need to know proportion between the two average losses. 


(wlh: Tommy Sundstrom also worked out Tables for "American Civil War" 
and "Tank" showing average losses, chances, ete; readers interested 
in this should perhaps contact him directly.- 

Don Gray, UK, wanted to send me an article on "The Dice-Roll in War- 
gaming" also; I didn't hear anything of him during the last weeks; 
does somebody know what might have happened with him?) 


E 4/5, page 87 CLIFF SAYRE: MATRIX-CHANCE CRT 
ER KEK KKH KKK KKK KKK KKK KH KK KH KEK REKEKK KEK KKK KKK HE KH KH EK HEHEHE KKK HHH HK KK KKH 


MATRIX-~CHANCE COMBAT RESULT TABLE... BEST OF BOTH? 2.2 -(by C. Sayre , USA) 


Tom Shaw and Avalon Hill's "Kriegspiel" are. generally credited with in. 
troducing the concept of a matrix CRT. More recently, the "Rand" series 
of games has employed an attacker—defender matrix supplemented with 
Several alternate CRTs. The idea of a matrix is good. It gives the de- 
fender some choice in the battle other than his geographical tactical 
position, which only dmdireetly influences the outcome. T propose a 
Single CRT which combines elements of both ideas into a single table 
(see sample below). The results in the body of the sample table are 

for illustrative purposes and do not necessarily represent a specific 
table for a particular game, Se 


Defender : 
choice: 13:5 1:4 1:3 he2 isl ae aseles 
retreat AE AE AR1 ARI DR1 DRI DR2° DR2 DR2 DR2 DR8 DRS 
delay.act. AE AE AR2 AR2 ARI AR] DR1 DRI DRE DR3 DRE ie 
Stand fast AE aE AE 3AR 4AR ARQ AR2 ARI DRI DRO aD Sale 
Ho of dko AB Ae AB AW QAR GAN ano api d8n dAe don dpe 
331 4:1 bel 6:1 
retreat ave 208 2DE 3DE 4DE DE ODE 
1 an 


delay.act. 378 SpE. 2DE 2DE DE DE ODE 
stand fast 4DE4DE EX EX DE DE DE 
do or die EX EX EX DE .DE DE. DE 


The defender would choose one of the stanees... more options might be 
available, if appropriate. The attacker rolls the die, and starts 
counting at the combat odds column toward the right, up to the amount 
of the die roll. 

Example: Defender chooses "stand fast' and odds are 1:23; attacker rolls 
- a threes result = DR1. i pee 


Additional plus or minus die roll corrections could be made for: at— 
tacking across rivers, defender in town, entrenched, attacking from 
more than one hex, unsupplied attacker or defender, etc, 


The body of the results in the CRT looks somewhat different from that 
in a conventional CRT in order to ‘stretch out! the outcomes and have 
high odds columns. available to accomodate the die roll count to the 
right (wlh: consider the whole CRT written in one line), 


If the long table appears cumbersome, each line of results could be 
put on a separate ecard. The defender would then 'play' a given defensi- 
ve card. 


There are some useful side effects to the proposed scheme, More diffe 
rent kinds of outcomes are possible on a given die roll than in most 
conventional CRTs, 

Special lines could be added easily as separate cards... surprise at— 
tack, cavalry charge, etc. Such Special cards could be valid for the 
whole game or only for certain turns under special circumstances. 


The outcomes may seem too radical to span a single combat odds column 
plus a possible five count to the right. In that case one can emphasi- 
ze results three-~four columns to the right. Roll two dice, divide the 
total by two and round down, if necessary, 

In this way the probability of the six outcomes will not be equally 
weighted as in the case of a single die roll, 


(I received General 11/4 today; my idea seems similar to one mentioned, 


but not explained, in ‘Letters! column; cf letter by Adam Gruen), 
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WARGAMING PARAPHERNALIA (by Tom Oleson, USA) 


Over the years I've discovered a few little extras which make warga- 
ming easier and more fun, Here they are: 


1. Odds Indicators - Many games have many battles per turn. To record 
these as I move, I use tiny dice, small enough to sit on top of a 

unit counter. For example, if I am attacking a hex at 3-1, I put a 
white die showing number 3 atop the defender. If it is 1-4, I use a 
red die showing 4. If the odds are above 6-1, I use a green die. For 
example, a green die with 3 showing is 648 = 9 (to one). Then when it 
is time to attack, there is no need to recheck the odds. One can simp- 
ly go down the front removing the indicator dice as each combat is re- 
solved. With anything over a few attacks per turn, this saves a lot 

of time. These small dice are available in most stores that sell dice. 
(wlh.: Since they might not be available in Europe so easily, you may 
perhaps use the little cubes included in the game "Risiko" or Pitas ie!| > 
they also are very useful to indicate whatever else you would like to 
get indicated: they are small and in six different colours). 


2. Digit Generators — Some clever players have built little electro- 
nic fizgmos (Trandomizers") that when you press a button display a 
lighted digit. Although I prefer the traditional dice, these gadgets 
are handy. Here in the USA a firm called Radio Shack (Box 2625; Fort 
Worth, Texas 76101) sells such a device for #32407 

Beware of the fact that not only some of these devices, but dice, too, 
may be biased: they may favor a certain digit or digits. To lessen or 
negate such a possibility, some players construct an object resembling 
a small chimney with a maze of interior baffles. They drop the die in 
at the top, and when it exits at the bottom it has been so buffetted 
that the roll should be truly random. 

(wlh.: Sorry, Tom, that I don't keep my mouth shut: Actually, there 
are some SPI~ and AH-dices rolling more 2/5's than they are supposed 
to do ~ this fact also got mentioned in a US—zine, some time ago), 


3. Storage Trays & Cabinets — Sooner or later, most avid wargamers 

pbm (play by mail, as opposed to ftf — face to face). For neat, dust-— 
free, and somewhat safer storage of my PBM games I have had built woo- 
den trays of various sizes. These cost me about %3 each, but if I we- 
ren't so lazy I could have easily built them myself. You start with a 
piece of inexpensive wood a few inches longer and wider than the game 
board you want to store on it. Around the border you put a raised 
strip of wood. That way you can stack one tray above another without 
disturbing the unit counters. I prefer trays, because there are so ma~ 
ny different sizes of map-boards, but some players prefer a cabinet 
with removable tray—like shelves, 


4, Map Covers ~ To protect the game board, flexible or stiff pieces 

of plastic of various widths can be put over it when you are playing. 
With a little thought, a few pieces of the right size can be combined 
to suit most of your games, aS it would be very expensive to have a 
custom cover for each game board, Some of these cover sheets reflect 
light annoyingly, so you should check that point first. 
The heavier plastic covers are particularly helpful with SPI MAPS, 
which are hard to lie flat. 
There are also two ways to permamently cover mapboards: the type of 
sticky, transparent plastic used to cover kitchen counters, etc. (this 
does not reflect light), and a clear spray, made here by a firm called 
Krylon. This latter is also good for protecting counters. 

wilh. Does somebody know where something alike this spray would be 
available in Europe?) (Really, Tom, I'll not interrupt you again...). 


aa Prestype - I like to decorate mapsheets and counters. A neat way to 
do this is with pressure—sensitive letters, numbers, colored dots. ate- 


ae 
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The firm of Prestype (194 Veterans Blvd, Carlstadt, NJ 07072, USA) in~ 
wented this material, and their catalogue is fascinating. Other firms 
make it too, and they refer to it as dry-transfer lettering. If you 
haven't seen this, it comes in clear plastic sheets which have on 
them whatever you want: symbols (including military symbols), colors 
etc, which may be transferred to another surface (map, counters, etc) 
just by rubbing them with a blunt instrument. They stay on, and look 
professional. 

Two examples of their use: I don't like the color of the US and Bri- 
tish units in the revised "Anzio". With Prestype I can make those 
units really stand out. Also, om Avalon Hill and early SPI maps which 
don't have grid references in each hex, I can ‘print! them.on the map 
as often as I want with Prestype. 


7, Tools — Recently I playéd DNO at the house of a friend, and was 
fascinated by the gianttweezers he had for manipulating counters, Un— 
less you have the finger nails of a Mandarin, once you use these twee— 
zers you wouldn't want to be without them for games with high counter 
density. Later, I found another useful tool: about the size of a pen, 
you depress a plunger at its top and three tiny wire grabbers protru— 
de at the bottom, also great for pickung up counters. 

These are great for games like "War in the East". Something else very 
useful for big games is a clamp-base extending lamp which enables you 
to put the light right where you want it, but then move it back out 
the way. - 

All of these tools are available from the Brookstone Company, 118 
Brookstone Building, Peterborough, NH 03458, USA), as listed — toget- 
her with lots of other fascinating items) in their catalog 118. Need— 
tess to say, I have no connection with the firms mentioned, other 
than that of a pleased customer. 


Here's hoping these information may help your gaming! 


TRANSPARENT SELF-ADHESIVE PLASTIC to cover the games, and also special 
markers to draw on this plastics ("Lumocolor"=sets in 4, 6, or 8 dif- 


ferent colours) are available by David Gwyn Watts, 32 Eastleigh Drive, 
Milford Haven,.Pembs SA73 2LY, UK.— "Touchdown" (plastic sheets) is 
available for 20p, 382p and 40p (depending on size: 26cm, 47cm, 634cem, 
or 10,259", 18,75", 25")s"'iumicoloré™ for 65p (4), 95p (6), and Bg 25 
(8 colours), plus postage ~—4.e., cheaper than I get it here in a shop. 
You remember, Dave also publishes and sells the fascinating "Railway 
Rivals" game-sets, 3836p each (Europe: 40p, US $1.20), and the new "Oil 
Depots British Isles" game—kit for the same prices ask for free price 
list, and description of the games.(Cwlh ) 


PLASTICS, stiff or other ones, are also useful to play PBM-games: us- 
ing the above mentioned Staedtler "Lumocolor 315" markers you may 
draw in your unit's position as well as: the one of the units of your 
partner. If you then cover this plastic with a second one, you can try 
to find the best possible attacks and movements on this second plastic 
without any danger that the original position gets mixed-up ~ on this 
second plastic cover you May correct the positions, you may wip them 
off with a damp rag, etc — but the original set up on the first (un- 
der) plastic will not get touched by this. Of course you use one co- 
lour for the units of your partner, and two different ones for your 
units. 

If you have two copies of the same map, you may use plastics also to 
play SiMov-games (like Tank, Desert War, Kampfpanzer etc). Instead of 
using the Simultaneous Movement Pads each player draws his movements, 
fire etc directly on his plastic... 

In both cases it is useful (especially for the SPI-—kind of maps) to 
put a big cardboard ender the map and to use paper~clips to hold card- 
board, map, and plastic ecover(s) together, Cwil). 
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GAME PLAYING AIDS AND IDEAS (by Clifford L Sayre, USA) 


(Cf also: "The General", 11/1: "A Compendium of Playing Aides", 10 pa- 
ges of ideas.— "S&T", Book II: several articles, "Tips for Game Ma-— 
kers", by Omar DeWitt.~ Two (out of print) articles in the one and on- 
ly issue of "Concepts" (3rd Millennia).- "Grundsteit" oi) 

(wlh: cf also in "Bellicus" 20,7; "Albion", e.g. in 46,36; 47,36.-) 


Some of your readers may be interested in game—playing aids and ideas, 
Here are a few (not necessarily original) which I have found useful: 


1. I always xerox (or otherwise copy) a new counter sheet. The copy 
provides an OB to check for lost counters. An extra copy can provide 
Spare counters or extras for a variant. 


2. I keep track of losses during a game by putting eliminated counters 
on the turn/reinforcement chart. At the end of a game I can record 
when items were eliminated. This is a useful record for checking new 
strategies (tactics) or determining what effect new or special rules 
may have on the play of game. It also provides a basis for modifying 


victory conditions for games which were not adequately play—tested, 


3. Mark the initial location or reinforcement turn on the backs of 
counters to aid in setup. (I assume many players know the short-cut of 
setting up a game by combat factor without regard to the historical 
designations. This saves a lot of time where many similar counters are 
involved, albeit at the expense of historical authenticity). 


4. Although SPI game boxes are preat for sorting and storing, there 
are numerous less expensive substitutes: egg cartons, compartmented 
candy or cookie boxes. The most compact method of storing is that used 
by "Rand": storing clusters of counters on edge in slots just slightly 
wider than the width of the counter. 

(wlh: SPI game boxes are excellent for stamp—collectors: most of the 
stamps fit well or exactly in the holes — and they are very useful to 
sort your new-washed stamps, e.g.- For game units I prefer plastic-bo- 
xeS, ca 20x12x3 cm, in which I put other, small plastic—boxes, ea 2x 
23x2 cm, Separating the units in this manner; I use the little boxes 
for those units where e bigger amount is provided, and the coversof 
the little boxes - put on top of the coverless boxes —~ for the units 
where only a few of the same type are provided. In this manner I get 
up to at least more than 30, if necessary more than 50 different com-— 
partments in one of the bigger boxes.- The boxes available here have 
little plastic edges, so that you may construct a tower of boxes with- 
out risking that this tower collapses easily.- It is not the cheapest 
way to store and sort your units — but it is an excellent one, and your 
counter—boxes fit well into your book~shelves.s* Matchboxes fit aise) 


° 


5. Where large numbers of counters are used, or where movement factors 
are large, it is helpful to rotate counters after moving so that moved 
and unmoved counters can be distinguished at a glance. The same scheme 
(rotation) can be used to keep track of which combats have been resol= 
ved. 


COMBAT CALCULATOR: A Combat Calculator, available for $23 from Tom Cle- 
aver, 6805 Carolyn Rd, Louisville, KY 40214, USA, is reviewed in "Fly 
ing Buffalo's Favorite Magazine" (21,13). The Calculator "eliminates 
chance that is inherent in dice by putting the command decisions in the 
hands of the participants. Gone are the days when 20 to 11 was 1 to l. 
Now it is 20 to 11" ipe of the instructions). "You have to assemble 
it yourself" - "made of heavy cardboard" — "instead of rolling a die 
for combat, you divide your AFs (or DFs) among attack/defense, securi- 
ty/counterattack, and advanee/hold" — "The idea is good", but "it leng- 
thens the game", "both players pondering over the calculators, and then 
comparing the results" eae from the TFBFM-review). 
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PANZERBLITZ 8 (by Ian L Straus, BRD/USA) 
All Russian units must deploy on board 1; on that boards 


A-4: Mine.- B-3: Block.~ B-6: 148; 1124, 33, 201° in fort.— C-83: Mine.- 
C 143, 91.— C-8: 93,- D-4: Block.— E-3: Block.- F~2; 87.- F-8: 167.- 
86.— K-4; Mine.- L-4; Mi- 
THe See oo ee 


63 
ane 
C63 


H-3: 


Ne Meo Te LI by heed. Win fort ceo. 


202.- N-6: 162; 


T-—8: 146.- U-9: 89.- W-7: 


oe route! an pracrity, to (ly 
2 


POG ¢—-lo54 85 = Jade Block 145. - Kok: 


1127, 31.— 0-4: Mine.~ 0-6: 
822+184 (loaded).— P4: Mine.— P-7: 
O-7: 149; 1122, 86, 92 in fort.— Ra7: 
181.- Y—7: 

62.— AA~5: 1385.- AA-9: 166; 1126, 


Conduct of the defense: The assault guns carrying infantry are the 
only mobile reserve. If the engineers are committed south of row 1-G, 
they move to Adski via.Zabvenia. Otherwise they move by the most di- 
any place the engineers dismount, 


any place infantry dismounts, (8) the concentration of German ar-— 
+ y 7 


Revenant anemia 


Mine.= 0-10: 8214164, 
165, Dot Fans Gea: 


el 


Sis CC-9: Mine .-- 


mour, before a breakthrough, (4) delay after a breakthrough. 


Priority of fire: against engineers; against units spotting; against 
vehicles (note that infantry without vehicles has no hope of reaching 


the west edge before the game ends). 


Any wreck on the swamp road makes it unusuable: see TEC and road mo- 


vement rules. 


(wlh: For PzBl—buffs it might be repeated here that in the newest 


"The General", 11/4, you may find two PzBl—articles: "The Pieces of 
Panzerblivz", and "Beyond Situation 13" (giving scenarios 14-25)!). 


FIRST BULL RUN; HISTORICAL OB (21.7.1861) (by Michel Liesnard, Belg,) 


Given are, in this range: number of the unit (e.g. 1/1), strength & 
movement factor (2-8), hex (2508), name of the unit (Schenk): Union: 


1/t, 2-8, 2508, Schenk. 2/1, 


Div Tyler: 


3611, Richardson.- 4/1, 3-8, 2507, Sherman. 
Div Hunter: 1/2, 4-8, 3004, Burnside.— 2/2, 3-8, 3104, Porter.-4 


Div Heintzelman: 
3/8, 2-8, 3805, toward,-— 
Div Miles: 1/5, 2-8, 
Me Dowell: 3904.- 


All units, except McDowell, 


Confederation: The units are only known by the names of their Gene~ 
rals.- All units, except Beauregard and Stuart's Cavalry, are Infant- 


ry Brigades. 


4-8, 3716, Bonham.~ 4-8, 3616, Jackson.- 3-8, 3916, Harly.- 3-8, 3915, 
Longstreet.— 2-8, 0516, Cav Stuart. 2-8, 4221, 


Ewell,~ 2-8, 4116, Jones,— 2-8, 


L/h OeS BBO. 


Franklin.~ 2/3; 2~8, 3205, Wilcox.- 
3708, Blenker.- 2/5, 2-8, 3806, Davies.- 


are Infantry Brigades). 


1-8, 8917, Bee,- 1-8, 2408, Evans.- 1-8, 2205, (Mise) .— 


Beauregard: 3818.- 


Kirby Smith's Brigade (2-8) enters the battlefield on the second turn, 


from Manassas Junction. 


1914; FRENCH PLAN 14 (1898) (by Michel Liesnard, Belgium) 
Note: All units are orientated to the North-East. 


W-193 6-9-3, 6-9-3.— CC-21: (2)— 
(eya1-21, 


FR-25: (2)-1-4,- GG-27: 
(2)-ie4,— JJ-30: 6-—10--3; 2-4-8: 
SET-UPS: This is supposed to be 
tO At also. They can = but. must 
should be good ones, of course. 


1~4.~ DD-23: 6-9-3.-— EE~28; (2)-1-4,- 


— Hiin2Sr(2)-led. = Tinaos 6-10-38; 
60a 5 RKogl. ee 10s8s a)atoa 


a regular column - if you contribute 


not be — perfect ones; but they 


1128, 61.= 
Mine.- S-7: Mine.- T-6: 84.- 
142, Block.-— Z-7: Block.- Z-10: 


28, 2707, Keyes. 3/1, 1-8, 


Holmes.- 2-8, 4420, 
2811, Cocke.- 1-8, 3718, Bartow,- 
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RICHTHOFEN'S WAR: VARIANTS (by Don Gray, UK) 


Albion 46,26: (RW - Another Solitaire Version, by Tony Jones) Soli- 
taire for campaign games ~ includes bombing and photo recon over se- 
ven days of activity; game is played till all missions have been 
flown (particularly neat is the use of dice-rolls to control missions) 


Spartan 5, 3: (Campaign Game March 1918, by Dan Hoffbauer) Scenario 
for campaign game - in format of original game, with noteworthy addi- 
tion that Germans also prepare a schedule for missions (includes 
other refinements) Other variants: ef below.- 


RICHTHOFEN'S WAR: BACK~ISSUES (wlh) 


(Titles marked with an asteriks (*) I have found in George Phillies’, 
"The Guide to Wargaming Periodical Literature" only; the rest I col- 
lected myself,.but I give them in the order published by G. Phillies). 


Aerodrome 36,1: And Then There Were Three: RH (review) (Mike Carr) (*),- 
SGC Dispatch 1,1: RH by AH (Hawe Roberts) (*).- 

Anschluss 18,2: Game Review -— RW (Wolfram W van Zinder)(*).- 

RW, Contest 56.- 

Design Analysis: RW (Randy Reed).- 

Archie, a RW varient (Randy Reed?) .-— 

General 10/4,19: RW-Errata.- cf also: p 22: Question—Box.-— 
Jagdpanther 1,o: RW (David Hoower) (*).- 

General 10/5,15: Breaking Par (units-analysis) (Robert D Harmon).- 
Albion 45,10: Bloody April. A Solo Game from RW (Tony Jones).- 
Wargamer's NI.136,10: Board Game Report ~ "RW" (John C Lawler) (*),- 
Panzerfaust 58,61: Thumbnail Analysis: RW (Tom Wham) .- 

Panzerfaust 59,263 Design Analysis: RW, Fight in the Skies, Flying 
_ Circus arold Totten) .- 

Battleflag 26,29: RW - a new approach (Jeff Marr).-— 

Battleflag 27,19: Tacties of Aerial Combat (Harald Totten),- 
Panzerfaust 59,30: And Then There Were Three (a review) (Mike Carr); 
reprint of the above mentioned article in "Aerodrome" 36.- 
Conflict 6,60: (mini-riview) .- 

1,11: PBM-TDT for RW (James E Pyle).- 

3,25: Richthofen's Potpourri (Al Bisasky; Mark Saha).- 
6,22; 10/4,22: Question Box.- 

Signal 37: RW (review by "DI" «= Dave Isby?).- 

S&T 39,44; (Interesting, pessimistic prognosis in Jim Dunnigan's co- 
lumn "Outgoing Mail"; comparing RW and Flying Circus). 


KE: STRATEGY I: BACK-ISSUES 


Albion 25;21: The New S&T Game - S1 (Don Turnbull) (*).- 
Battleflag 1,8.15: S1 — Notes (Don Adcock) (*).- 

Albion 30,12: ST (Letter) (Charles Appleby) (*).— 

Albion 33,3: The Drawing Board (Michael Nethereot)(*).- 

- Albion 35,16: The Sl Corner (Graham, Watson, Davidson, Turnbull) (*).- 
Stalingrad Review 7,3: Sl Review (Harold Totten) (*).- 

Aibion 33,21: STI -(Peter Watson) (*).- 

Albion 34,13: S1 (Letter) (Hartley Patterson) (*).-- 


RE: STRATEGY I: GRID-COORDINATES KASSERINE-PASS COOs 


(With the kind permission of Tom Oleson and AHIKS): Letters A to WW 
along the top edge of each map. Numbers 1-56 running SW to NE, star- 
ting in the NW, on each map. Regard the top edge of each map as north. 
Map 1: Chessex Cl is NN-34, Gastonny G2 is 0-27, Ispanox Il is V—42, 
Map 2: Weidong Wl is W-16, Rasha Rl is BB—44, Ubo Ul is NN~26.-— 

For the "Strategy I" map grid for "Bellicus"-games: cf Bellicus—Hou- 
se-Rules.— — KASSERINE: TEC at top, A-OO lower left to upper right 
corners, 1-32 right-hand side,top to bottom (Yl:La Kef;S16:Kasserine) 
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LUDOGRAPAY A (part i) 


ABERHATION, Diplomacy variants: I & II by Fred Pees USA; Ili cf Im- 
perialism . XI If; IV. by Rod Walker, USA; 


ABSTRACTION, Diplomacy variant: Fred Davis, USA. 

ABSURDITY, Diplomacy variant: Fred Davis, USA. 

ABWEHR, CoSim—zine; folded end 1974. 

APWHHR PUBLICATIONS, games: Syria 1941, Banzai (Box 191, Rt 1, Stras- 


bourg, CO 80136, 56 Uk) (not sure wee still working). 
ADAG 9 MAN, Diplomacy variant, by Hal Naus, USA. 


ADAG, Diplomacy zine, Hal Naus (1011 Barrett Ave, Chula Vista, Cali? 
92011, USA). 


AFRICAN CAMPAIGN, yegho Gop ss: (111 Beatrice St, Cheltenham, Victoria 
3192, Australia); designer: ?; 1974. 


AFRIKA KORPS, Avalon Hill oe Harford Rd, Baltimore, Magy ta 21214, 
USA); TN Shaw (7), 1964. 


AHIKS:; Avalon Hill International Kriegspiel Society; PBM—society. 
Established 1966. Has an US part, and a UK branch, 


AHKD, Diplomaty variant, by J Biehl. 
AIR-SEA DIP I, Diplomacy variant, by B Tretick or D Staples. 
ALAMO, SLC; no CoSim-game, but included in "Conflict" 7 (1974). 


ALBION, Journal: information on games, mainly CoSim-games, also Diplo- 
macy and Adult games; issues 1-50; last issue should appear in the end 
of January 1975, i.e. in these days (Don Turnbull, 21 Whitwell Way, 
Coton, Ce a eps “7PWS. Ui). 


Oe SIMULATION SOCIETY, supposed to publish "Cymry" ‘Fantasy 
Zine 


faa react on recently sent subs~—fees; cf "Cymry", later, 
oe DIP, Diplomacy variant, by Tom Galloway, USA. 


ALESIA, designed by Robert Bradley, USA; 1970; should get. published 
this” year by "Thesis" (cf mailing—list of E: J Pasco). 


ALEXANDER THE GREAT, Guidon Games, USA; ? ; 1971. 

ALEXANDER THE GREAT, Avalon Hill, USA; Gary Gygax, 1974. 

ALEXANDER'S OTHER BATTLES, Guidon Games, USA. 

ALIEN SPACE, Lou Zocchi, USA; 1972. 

ALGONQUIN PARK DIP, Diplomacy Variant, designer unknown. 

ALLAH AKBA'AR, (or: Allah Aka'ar?), Diplomacy variant, by J Robertson. 
ALTPRNATE REALITY, Dippy-zine (Ron Melton, c/o khodes! books, 694 


Broadway, El Centro, Ca 92243, USA). 
ALTERNATE WOKLD DIP, Diplomacy variants, I & II by S Perrin. 


AMATEUR GAMER 'S ASSOCIATION, publishes "Gamer's Guide", cf there; un~ 
sure whether still Seen Since involved with’ folded SICL. 


AMERICANA 1860, Diplomacy variant, by T Tilson; French translation: 
Amérique 1860. 


AMERICAN CIVIL WAR, SPI (44 E 23 St, New York, NY 10010, USA) 5 James 
FD Dunnigan, iedmond A Simonsen, Trad B Hardy, ete. 1974. Ap: 


<eV, 


AMERICAN WARGAMER, AWA-news—zine (George Phillies. and Kevin ue, 
897 Main St 4, Coubaidpe. Mass 02139, USA). 


AMERICAN WARGAMING ASSOCIATION, cf American Wargamer 


ene ante «cee ee 
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COSIM—CLUB_IN SWEDEN! Torbjorn Alm, Christian Lindner, Christer Bo 
Holm, Thomas Oestman, and Jan Skog just founded the "CoSim Sweden", 
the first scandinavian Co-Sim-club -— congratulations and our best 
wishes: And, of course, we are a little proud also: the foundation of 
this club was only possible, because "Europa" (and its address collec- 
tion) existed... 


HOLLAND, BELGIUM: I have heard of plans to organize CoSim=clubs in 
Holland (Rian van Meeteren) and Belgium (Joseph Vanden Borre) also. 


GERMANY: "Wargaming is alive and well in Stuttgart. We are presently 
engaged in a game of DNO which has entered the second September '41 
turn without any appreciable progress made by the Germans whovhave yet 
to capture Minsk. Unfortunately, the game will have to be moved for 
the third time - 16 square feet of mapboard is quite a bit of area 
when one has only a small living space. Our group is hampered by the 
lack of a suitable plate to play and the fact that we are scattered 
over the Stuttgart metro area." (Henry © Robinette). 


ADDRESSES: I have now collected: Austria 5, Belgium 126 (58 of them 
Diplomacy-only), Danmark 8, France 38, Germany 103, Holland 22, Ita- 
ly 30, Norway 4, Portugal 5, Spain 9, Sweden 34, Switzerland 12, 
Greece 3, Island 1, Israel 1, Turkey 2, Yugoslavia 1, and some 600 UK~ 
addresses.— Concerning the 412 Continental addresses, I know of 200+ 
that they are CoSim—board—gamers, 90+ are Dippy~only player, of the 
rest I don't know more than the address yet. 

I need your assistance: please, tell me the addresses of your CoSime 
friends; if they didn't get E 3 it is probable that I don't know their 
address! 


_ THE ITALIAN SCENE (by Enrico Manfredi, Italy) 


Although in Italy some active groups of wargamers (AFBIS in Florence, 
Lega Austerlitz & Ares in Milan -— all three already known by E rea- 
ders — and possibly some other less organized groups) they are mainly 
interested. in miniatures, military history, uniforms, flags & model~ 
ling. Board CoSim-games have until now had a far lesser impact. A me= 
re handful of Italian people know them and actually own some games; 
they are not able to get in contact with other wargamers as there is 
not any Italian magazine which helps them (after the death of "Modele 
lismo Militare"), so that it is almost not existing the PBM network, 
which is the vital blood of the British and American wargamers commu- 
nity. 
Very often, after having exhausted themselves in the vane effort to 
introduce their relatives and friends in the world of games, Italian 
wargamers finally put the whole thing apart and do no longer worry 
about CoSim. 
Further difficulties arise as it is not easy to buy and receive Ameri~ 
can games nor to translate properly their rules; furthermore it has 
to be said that in Italy the ‘adult game' is absolutely absent. Apart 
chess and cards, boys only play boardgames which are in some cases 
very crude forms of wargames. 
However, it is obvious that there are hundreds and possibly thousands 
of would—be wargamers in Italy. It is significant that some Italian 
firms are producing military models (Politoys, Atlantic, Italaerei) 
and that there are some associations of military modellers (as the 
Italian branch of the International Plastic Modellers Society, Casel~ 
la Postale 12017, I-00100 Roma Belsito, Italy), and various historical 
associations (as the @entro Regionale di Studi 4i Storia of Trieste, 
Via dei Soncini 181, Trieste). 
Some magazines on historical and military affairs have a quite large 


circulation: they are the well known "Interconair", "Historia", "Sto- 
via Illustrata", plus some others, not so well established ones ("Ae~ 
rei", "Sintesi"), Itvis probable that - should one of these wide-cir- 
culation magazines make an effort to introduce boardgaming in Italy, 
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we will assist at a boom of these games in Italy too. 

On the other side it is probable that the average Italian wargamer 
would be much more prone to criticize and partially reject the rules 
devised by the game design staffs, introducing a lot of ‘improvements! 
and variants, than his British or American counterpart. Existing Ita-— 
lian wargamers groups are often involved in some gigantic effort to 
reproduce historical campaigns (I have heard of a project to fight 
Waterloo on a 4 square map, using counters to represent every fighting 
unit, with game turns representing 30 seconds ! each). 

By this way, the main activity of the wargamers group is the design of 
the game itself, i.e. to write down the rules which are often extreme-— 
ly complex; as it is often impossible to play the game but once, this 
System completely lacks the benefit of playtesting which makes most 

of the commercial CoSim—games so ‘enjoyable. 

In conclusion, the present Italian scene is the following: on one si- 
de, some active wargamers groups, fully busy with their own projects 
which are leaving them little time to fight boardgames3 on the other 
side hundreds of isolated wargamers which would be glad to know some~ 
thing more about boardgames and which would play them by mail, if 

they were able to contact ‘other hobbyists. <ags 


(wih: I contacted AFBIS, Austerlitz, Ares - no reply.- I have sent 
all my Roman addresses to an American in Rome, other addresses to an 
American group in Vincenza ~ no reply.— I didn't hear for a long-time 
how anything of our Italian subscribers,.... Maybe, it is the awful 

Italian postal system, maybe it is just a lack of interest and/or ti- 


me.e. we'll see; I still hope. to hear of some of our Italian friends). 


FRANCE: I fear that most of the 40 sample copies of E 3 didn't arri- 
ve (yet?) if you know French players, tell them about E — I can't af-— 
ford to send this double-issue as sample copy... 


BRUSSELS: Michel Liesnard writes: "The small 'café-restaurant! "Bier 
f& Bretzel" (Rue Lebeau 75, B-1000 Bruxelles), located in one of the 
nicest places of the medieval Brussels, is the rendez-vous of all the 
“Boardgame-—players, Figurines-freaks and Westerners of the city. Willi- 
am Finnerty, the lessee, is a Specialist of wargames, and he is cur- 
“rently designing several excellent andoriginal ones in his living-room 
upstairs, He also is an excellent cook who can delight you with tasty 
steaks and salads and what I consider as the best ‘chili con carne! 
and hamburgers in the city. Last not least, the female customers use 
to be beautiful - and speak English (opened from noon to midnight)," 


LONDON: City Games Glub (Andrew D Holt, 44 Milton Close, Kayleigh, Es- 
sex, UK), meeting on alternate saturdays ab City University; Dippy, 
Some wargaming (as per War Bulletin 58,4), see 


CONS: 
Jan 18 FTF-Meeting: Norman Nathan, 3 Brooke Close, Bushey, Herts 
March London: Citicon 2 (City Games Club/Battleground); details 


follow. Bey 


MAY 2-4 BRUSSELS, 2nd ANNUAL CONTINENTAL EUROPEAN COSIM CONVENTION 
(cf E 83 for further info, or write to Michel Liesnard, Ave 
A Milcamps 221, B--1040 Brussels, Belgium -~ WRITE NOW: ) 


May 17-18 Rochford: Youth Center (near Southend, Essex): Present Arms 
1975 (organized by South Bast Essex Military Society); up 


to now, mainly miniatures. Details will follow later. 


Aug -75 British National Board Game Con, London (Hartle Patterson, 
6 Cambridge Kd, Beaconsfield, Bucks HP9 IHW, UK 
DO IT NOW — WRITE MICHEL LIESNARD THAT YCU WILL ALSO BE AT THE CON! 
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SPARTA (SICL) has 'merged' with another US ©lub mostly concerned with 
games based on sport. I can't comment on "Sparta" much — their zine 
was interesting when it appeared ~ but their venture into Diplomacy 
was a disaster (Hartley Patterson). 


-WATTS-GAMES: David Gwyn Watts (32 Eastleigh Drive, Milford Haven, 

Pembs SA73 2LY, UK), the publisher of "Railway Rivals" (which I like 
much), and two wargames (Penine War, and Peninsular War) (which I don't 
like at all)(I think they are too much depending on die-roll and too 
slow developing) - all the kits you get for only 36p, Europe 40p ~- 

is preparing a ninth Railway-Rival—kit (1: London—Birmingham), and 

a tenth (J: Lanes & Yorks), also another wargame (Marching to Rich 
mond) ; they all should be ready in February, or before summer at 

least. The Railway—Rivals-Rule of 1 E (Atlantic & Lake Eric) got renew-— 
ed3 Dave wrote “it is much improved on the original" (also he writes 
that it has been successfully played by 14, and seems best with ca 9 
players), He also sells some books about games (and you might get other 
books by him also) (about this you should find a note on the adult—game 
page of this issue). Why not try one of his games ~ and ask for a full 
price-list? 


ALBION 50 (Don Turnbull, Whitwell Way, Coton, Cambridgeshire CB8 7PW, 
UK) seems finally to arrive within these days; this means that some of 
you will have a lot to read now, 100+ pages of "Albion" — and, as it 
Seems now, at about the same amount of "Europa"... Sorry, I did not 
want to beat (or try to beat) "Albion" in size ~ it just happened this 
way: there suddenly was such a lot of material... But, please, don't 
“compare A and E with each other - we have different aims; and if ever 
possible try to find time anyway to answer on some of the problems men— 
tioned in this issue. 


SPS—POSTERS: Just in case you lost the eatalogue some hundred of you 
got last time (but not all, I didn't get enough); Special Poster Ser-— 
vice, Postfach 87, D-53 Bonn—Duisdorf, BRD; perhaps you mention E when 
you order something. 


IWWOG (The Wonderful World of Games, 314 Marshall Ave, Laurel, Maryld 
20810, USA) did send their new Master Catalogue (in which only their 
address is missing). If you pay once $5 you are lifetime—member of 
TWWOG - and get a lot of the games not only cheaper than elsewhere, but 
also post-paid (!), and mostly faster than from anywhere else! 


Some examples: (first number: normal price, second: TWWOG~price ) 


AH-games: $10/83 (1776, Buisiness Strategy, Outdoor Survival, Stock 
Market, Third Reich), $9/7.75 (France 40, Luftwaffe, Origins, Panzer- 
blitz, Richthofen), $7/5.95 (AK, Bulge, DD, Stalingrad), $8/6.95 (BlKr). 
Or: Conflict Company Games $8.98/7.95 (Bar-Lev, Kasserine, Overlord, 
Verdun), or: SPI $8/6.95; there you don't get CoSim—games only, also 
WEEN Proof e.g., or Gamut of Games "Realm" (974/64), etc etc... 


MAPLAY is a new game company in the UK; after "Guerilla", they are re- 
leasing "Salamanca" and '"Sedowa" soon; more details unknown. 


RANDOM NUMBER TABLES: 260 numbers from 1 to 6; use for PBM. When you 
need a die roll, pick a row and column from your oppnents number table; 
when he sends back the results, he tells you what number you got; each 
number can only be used once, of courses; at the end of the. game, you 
exchange the tables to confirm the results. Each one different compu 
ter generated; each player gets 260 numbers, tables are numbered and 
marked with official seal: Sold by Flying Buffalo, PO Box 1467, Scotts~ 
dale, AZ 85252 (two stamped envelopes, one addressed to each of the 
players, plus 50¢); you may also order them from "Europa"; two unstamp- 
ed, but adresseé envelopes, and send me SFr 3.50 (maybe together with 
your re-subscription); the tables should arrive here in the first days 
of Fetrnary, so don't await my reply ea rlier (they have been mailed to. 
me in mid—December, by surface mail, that's all I know...). 
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FLYING BUFFALO also plans a. game on Revolutions in Mexiko.— There you 
can also get a Diplomacy-T-Shirt (with a knife stacking out of the ‘~ 
back); sizes medium, large, or extra-large; 93.50% ue.postage charge; 


BATTLEGROUND. explained by Nicky Palmer, publisher of BG (Lehwaldsvej 35 
8g, DK-2800 Lyngby, Danmark): "BG is a zine catering for players who 
want reliable PBM oponents. The zine itself is very small (4 pp), but 
we are principially willing to run ANY wargames that can be played by 
post.- Cost: All players must belong to the NGC (British National Ga- 
mes Club): cost ~£ 1.10 in the first year, 60p thereafter, and subscribe 
for BG (66p/year); games cost 10p plus SOp deposit which is returned 
to players who do not drop out (i.e. this deposit should discourage 
frivolous applications which ruin much postal play). Payment to Tony 
Ball, 10 Arbroath kd, Sundon Park, Luton, Beds, UK, by check. Game ap- 
plications then to: Peter Campbell, 123 Bluebird Walk, Wembley Park, 
Middlesex, UK. Only NGC-members can be accepted as subscribers. There 
is no restriction on age or nationaltity or anything else." 


GAME DESIGNER'S WORKSHOP (203 North Bt, Normal, Illinois 61761, USA) 
newest games are out: Torgau ($8.40), Coral Sea ($7.75), Narvik (%8.75) 
(all plus $2 postage) are out.— Plans: "Their Finest hours", cf GDW-pg. 


HFANTASY/SF/ete news see the Fantasy section of this issue. 


OTHER NEWS scattered in the whole issue ~- not everything can get orga- 
Nized. 2... 


BATTLEFLAG: sad news ~ will not re-appear within the next time 


SPI: "World War 3" should be out; $8; total conflict in the 70's; mul- 
ti scenario with three-—player options; strategic level, global warfare; 
economic warfare; each counter represents an entire army or fleet; eco- 
mic warfare plays a vital roll in WW3; nuclear warfare included (inelu- 


‘des a possibility to bluff); a George Orwell's 1984 scenario is also 


included; 600 counters, 22"x34" playing map (as per S&T 47). 
"Search & Destroy" is another new SPI game; Tactical Combat in Vietnam; 


1965-67; squad level combat for four armies; air strike, srtillery, he- 


liborne, armour, ground combat; leadership effects; both sequential and 


‘Simultaneous movement (!)3 designed to replace "Grunt" (as per S&T 47)- 


The new SPi-catalogue is out; it is less clearly arranged as the former 
ones, doesn't look so good as those; divided into strange kind of '‘clas- 
ses' (like Marshal Class, Vanguard Class, etc). : 

In "Signal" 71 was a letter from "DI" (Dave isby, probably): "The paper 
Shortage, inflation, and the recession have ganged up against SPI. So 
certain things must be done, all unfortunate but rather necessary. 

1) More games will eventually be dropped (...) 2) There will be no dis- 
count for resubscribers (...) 8) Starting with issue 50, all games ap— 
pearing in S&T will be limited to no more than 100 counters, and all 
mapsheets to half normal size. The rules will be bound into the magazi— 
ne as centre~fold. This will reduce the content of the magazine by 8 
pages, as the rules will be substituted for these 8 pages. This means 
the artiéles will be shorter in the future eoaretiey ua 

Though, "Twentieth Century",, "Sixth Fleet", and "Fast Carriers" seem to 
get published anyway. 

I always hoped "Moves" 18 would arrive in time for this issue, to give 
you the most recent news — to-morrow would be the last chance... 

ft also asked SPI, whether they would mind, if I would xerox errata 
shects for those subscribers wanting them; no answer got yet. 


IMPORTANT LAST MINUTE NEWS: David G Watts, 32 Eastleigh Dr, Milford Ha~ 

ven, Dyfed SA73 2LY, UK, is so kind to funetion as English agent for me. 

UK players having problems to send me money, can send it to him tae eed 7/2 
wHuropal is selling now: TSR rules booklets (cf p 20),and Random Num- “~~ 
ber Sheets (cf p 96). T hope this will be helpful for you: if it works, 

lt am prepared to go on with this. : 


E 4/5, page 98 NEWS 
HHH KK KIRK KKK HHH KH HHH KIKI IIH HEHEHE KH KKK HK KKK KKK K HIKE KEK HEHEHE KEKE KK HHH HH KEK 
MANASSAS (Tom Eller, Historical Simulations Ltd, 85% High St, Char- 
lestown, Mass 02129, USA) ($5? probably $6), up to now I saw it men- 
tioned only in "Signal" 68,4, and in "The Kk" 9-3,6, but there must be 
a third zine which.did mention this game. Richard Berg seems to re- 
ally like it-— "a top game for Civil War buffs" - Ta worthy addition 
to any collection" = etc.3; he also says that it is"a sort of complex 
‘tBull Kun'(SP1) - SiMov/step reduction". In "Signal" I read: "a ma— 
trix combat system and hence no dice"... 


ZULU is another game only mentioned in "The K" 9-3,6 and in "Signal" 
71,8 — they give different addresses and prices: "Signal": A nice 
game on a rare period. Bookease layout with a smallish oil paper 

map, Counterg are step reduction (?}) and the 4 page rules simple. In- 
teresting. 95% from H Barents, HR 4, 1142 8 96th, Zeeland, MI 49464.- 
And Richard Berg: WarGames Unlimited, Box 483, Elmhurst, 111 60126, 
$7; by Combat Design...Normally, Richard's info is more correct than 
John's, but who knows? 

Richard. Berg: "The map looks like 5th prize in a Middle Earth con- 
test" ~ he thinks the game is too simple, and he mentions several 
drawbacks. 

For what I have read about, I wouldn't buy it. 


PATTON, MacARTHUR, the two wargames Sid Sackson invented; both 1974, 
Patton first. Available by Research Games Inc, RGI/Athol Game Co, 

200 Fifth Ave, NY, NY 10010, $8 each, & postage, of course. Also 
available by the slow Lowry Enterprises (PO Box C, Belfast, Maine 
04915) ($8+1.60). 

Game boxes and maps (playable on both sides!) are in the AH-style, 
simple counters, easy, understandable rules, 4 white and 4 red dices 
(one colour for each player), movement—point cards: you shuffle the 
‘cards, each gets half of them, first player turns one card: the num- 
ber showed gives the movement allowance, say 8: so he can move one 
unit 8 points, 8 units 1 point, 2 units - one 5, the other 8 points, 
etc.; then the other player turns his upmost card, say a 6: he now 
has a movement allowance of 8+6=14 points... and so on. Terrain is 
simple: there are three different kind of roads coasting more or less 
movement points to the two different kind of units. A rather simple 
game ~ but there obviously seem to be some strategical problems to 
solve... I hope, Sid will us tell more about this in one of the 
coming issues, 

I don't dare to review it yet - though, even without investing a lot 
of thinking, I found there may be some challenge in it; on the other 
‘side, I had to play it solo - it just didn't appeal to Harti at all, 
There are several reviews - a really nasty one in "The K" 6,3:63 bet-— 
ter and good ones in: Albion 47,18 recommended it (it'é Patton, though 
if vou like on, you will like the too, if not, none of both, I feel); 
Conflict 7,55 recommends it for 1U-years-old only (similar to Richard 
Berg, who says "if you don't like your kid brother (or sister) you 
can unload this on him", Panzerfaust 60,46 is fascinated of the Mo- 
vement point system ("a truly brilliant idea"), Panzerfaust 64,41 
also, summarizing "not recommended for simulation/realism types, but 
if you're more interested in the ‘game! end of wargames ~ strategies 
and clever moves and winning and losing - it is just the thing for 
yous 
Certainly, there you have of the most ‘unrealistic’ ("historically 
humorous", R Berg) wargames, and one of the easiest to learn consi- 
dering the rules only - but is it as easy to play? I wonder. 


PANZERBLITZ VAKIANTS: The PzBl-variants included in. "Spartan" some 

. time ago, invented by Norman Beveridge, are still available by Lou 
Zocéhi: "Westfront PzB1i" ($4),"Suribachi" (f2%), "Omaha Beach" (#234), 

"Desert Rats" (824). With AHs "Panzerleader", "The General"s recent 

PzBl-issue, there might be a PzBl-renaissance: [I still like it... 
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S&T 47, Nov/Dec 74, SPI, 44 E 23rd St, NY, NY 10010; USA (48 ‘pp, y/#12) 
Game. included: "Wolfpack"; articles: Wolfpack, The German War in the 
North Atlantic, 1939-43 (by Frank Davis); World War Three, The Poten— 
tial for Conflict in the 1970's (St P Patrick); Sackson on Games (Sid 
Sackson); S&T Article Index; Outgoing Mail, Footnotes, Feedback. 

Only one short criticism: Why no bibliographies given? 


The General, 11/4, Nov/Dec, AH, 4517 Harford Rd, Baltimore, Md 21214, 
‘USA (82 pp, y/@5): The Pieces of Panzerblitz (L McAneny); Beyond Situ- 
ation 13, More PzBl Seenarios (Rk D Harmon) (scenarios 14+25)3 Another 
Situation 18: Parablitz, Airmobile PzBl (Ch Chyba)(incl 42 counters); 
Series Replay: Origins (Herb Barents, Edi Birsan, etc; GM: Lew Pulsi- 
pher)+ The Southern Gambit (Gary Gygax) (Stalingrad); Sophisticated 
Jutland (K Notdquest); Hexagonal PBM CRT (Tom Oleson); and usual fea- 
tures. : 


Sa eee cme em teeta 


Mississippi 39350, USA; probably the last issue for. at least some ti- 
me; A Conversation with Don Greenwood, AH, interviewed by Don Adcock; 
Gettysburg Reenactment; Tactics of Aerial Combat (Harold Totten) (Richt- 
hofen's War); The Battle for the Philippines: Bataan (Review); Wilder- 
ness Campaign (leview by Clifford A Sayre); Incident in Alien Space 
report of a miniature battle, by Gary Gygax); An Experiment in Design, 
9mm Nap*leonic Rules (V J Stribling); WW II Navies of the World: TI, 
pore) La Grande Armée (Th M Sobottke); The Game Explosion (Harald 
otten), 
It really was wevth to wait so long on this issue ~ and it's a pity 
that there will not be an issue 28 soon. 


Signal, last issue got: 71 (72 probably will arrive today, or so), 
John Mansfield, PO Box 830, CFPO 5056, D~757 Baden-Baden 1, BRD; 6-8 
pages, mimeo; 8 issues for Zl or DM 5.-; bi-weekly! Like always the 
newest news; several of them quoted in this zine. 


The K(ommandeur), 9-3, Richard Berg, 305 E 86 St OPW, NYC, NY 10028; 
published by AHIKS-USA and F.R.0.G. (what ever that pone se a lot 
reviews about games which not get reviewed, or only much later, by 
other zines; several of the mini-reviews got guoted in this issue of 
Es; also other reviews (Napoléon}, and articles (about the Jap Strategy 


in USN, about La Grande Armée, then Tom Oleson's Rule—correction co-— 
lumn, etc. 


The American Wargamer, II/5 (Dec), George Phillies/Kevin Slimak, 897 
Main St 4, Cambridge, MA 02139, USA.— Xerox reduced offset, 8 pp) ly 
4,- Organ of the American Wargaming Association.— American Civil War 
(review): Frigate (Review); some shorter reviews by George Phillies; 
Sacks on "Diplomacy" (Calhamer Awards/Democracy); AWA-news and so on, 


The Favorite 21, Nov/Dec, The Flying Buffalo's Favorite Magazine, Ri- 


chard Loomis, PO Box 1467, Scottsdale, AZ 85252, USA; bi-monthly, 


20pp, offset reduced (or some-hat alike), y/$4.- Cf "Computer Games", 
earlier in this issue.— 


WORLD WA ENTHUSTAST 1939-1945, Ray Merriam, GHL, 218 Beech, Benning-— 
ton, Vermont 05201, USA; Nov/Dec-issue didn't arrive yet, but the Sep/ 
Oct—issue which I got is excellent: a lot about airplanes etc, also na- 
val articles, miniatures, also some CoSim info.~ y/$%5, overseas $6, 
air: $12; 1 issue: $1 - try to get one! 


Panzerfaust 65, new address: PO Box 896, Fallbrook, CA 92028, USA; 
y/$8 ist class, $6 normal; Milit Hist of the 3rd Cruisade; Ardennes 
Offensive — situation & game; Ardennes Breakout; The Myth of the Day— 
light Naval Battle in WW2 (by Jack Greene); Combined Arms Operations 
(France 1940, AH); Variant of DAGC (Le Niehorster); Game Design: CRT- 
itis (Clifford Sayre); etc.- Got it today only... 
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PBEM cf Capsule Biographies 


CHRIS HARVSY: I need a Confederate flag (full size) for decoration 
in a flat I am furnishing. Maybe one or two of our US subscribers 
might know where I could get hold of one (30 Gorway Rd, Walsall, 
Staffs, UK). 


LARKY MORAN: I am interested in Danish military uniforms 1800-1810, 
If you know where I can get information please write (rue A Cortot 9, 
CH-1260 Nyon, Suisse). 


KENNETH J PARSONS: I have finally perfected a PBM s stem for R-War. 

or a copy, send $24 to K J Parsons, 1419 W Sixth St, Racine, Wis— 
consin 53403, USA; also all interested for a PBM campaign should 
contact me. 


CHKIS HARVEY: Wanted ... Any Info concerning the Expansion Kit to 
Gamescience’s "Confrontation" which was published in Sep 67. And 
may have been for all I know... (address above). 


PETER CHARLTON: Anybody out there with a AH 1914 for sale? (Sylves-— 
ter St 12, Lancaster, Lancs, UK); 


TOMMY SUNDSTROM: Want’ to buy Dippy, Decl & Fall, Soldiers, and. "Cone 
flict" issues 38 and 4. Price more important than condition. State 
price and postage to Sweden, please (Svinningegrind 9, S-163 61 Span~ 
ga, Sverige). 


TOMMY SUNDSTROM: Would like to start a multiplayer "Scrimmage", and 
_ Somebody who could help hiw in its organization (address above). 


HENRY C KISSINGER: is desperatly asking whether somebody knows why 
no special Kissinger-unit was included in "Sinai"; he asked med, : 
but he didn't get any answer yet.(all get the same treatment,at least). 
He also weuld like to get a game called "Dark Age" for a man he once 
noddingly became acquainted with. 

As an old Dippy player, he finally invented a Dippy—variant also 

and is looking for a publisher: the "Kissy" variant brings several 
innovations: each player has to Speak or write in a language he does 
not know really well; winner is the one who travels as fast as pos— 
sible through as many provinces as possible; each good verbal menace 
gives extra-travel-—points; stabbing and back-stabbing are very impor- 
tant in this variant. Anyone interested? 


RAY MERKIAM ("World War Enthusiast" zine) At present we are prepa- 

ring to start a series in Orders of battle and Organizational Tables 
for all WW2 forces. We plan to expand into ther periods as well ar— 
ter we get going on this. We are in need of much additional materi- 
al of this type for future publications. WWE is in need of many ar- 
ticles on any WW2 subjects and we pay 1¢ per word upon publication 

for articles, $2 per photo ($5 for Sb ocas | newsclippings from news— 


“papers, etc which we reprint are paid at the rate of 50¢ each (Gra- 
phics House Ltd, 218 Beech St, Bennington, Vermont 05201, USA). 


wih: I am-looking for xeroxes or originals of "Albion" 1-39 & 41, 
and "The General" 1/1-6; 2/1-3,5-6; 4/3-5;.3/1>5. T am very interes-— 
ted in this and will pay for the copies/originals. 

If ever you have back-issues of other zines and don't need them any- 
more, you may send them to me instead of throwing them away. 


_ ROY WALTERS: is doing research on airfields used by the 8th Air For- 
ce for articles for WYE, and a possible book. Needs group histories 
and photos showing buildings on the bases (44 Elmfields Ave, Birstall, 
Leicester, UK)(re—publ from WWE I/5: we are cooperating in this man- 
ner also), 
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CAPSULE BIOGRAPHIES: Please, send us your Capsule Biography also - we 
would like to present as many players as possible. Send us all ora 
part of the following informations, if possible on a separated sheet; 
Name, Address.- Nationality, Age, Status, Profession.-— Languages spo- 
ken/read/written.- Games owned/played (if possible ordered by publi- 
shers and alphabetically).— PBM—-interests.— Zine-subscriptions hold.- 
Other hobbies.— Further Information. . 


SHARP, Richard: 27 Elm Close, Amersham, Bucks, England.- British, 32, 
married, 2 children. Hditor and translator. English, French, German, 
Spanish, a little Italian.— Hobbies: Bridge, Poker, Diplomacy, Scrabb-— 
le, chess, golf, watching rugby, dr=nking, darts, eating, fascism.~ 
Zines: nearly all British and European, 1 American.— PBM: Scrabble 
(through NGC) in English, French, German or Spanish.-— Justification 
for living: co-founder and General. Secretary of National Games Club 
(NGC), editor of "Dolchstoss".— Would be delighted to welcome any 
games—playdér travelling in England, and even more delighted to make 
more friends in Europe to save on hotel bills! 


SAYRE, Clifford jr: 1415 Ladd St, Silver Spring, MD 20902, USA.-— US, 
47, married, 2 teenagers. Mechanical engineer, Professor at the Univ 
of Maryland.- Started with Fletcher Pratt naval in early 1940's, In- 
to boardgaming about 3 years. Naval history buff.— Games; Al] S&T 
and "Conflict" mag games.— AK, Get, Chane 2, Jut 2, Tac I1I.- Overld, 
Verdun.— Subs: S&T, Moves, General, Conflict, Panzerfaust, JagdPan— 
ther, Signal, Europa. 


MORAN, Larry: Rue Alfred Cortot 9, CH-1260 Nyon, Switzerland.— Cana- 
dian citizien, 28 years young. Ph.D. (Princeton, Biochemistry), cur- 
rently working in the Dept of Molecular Biology, University of Gene-— 
va. Happily married, with a cat as child-substitute until I can make 
enough money te afford children.— English, poor French, some Russian. 
FORTRAN, BASIC,- Games: When I came to Europe I had to leave my games 
behind, I have played the ea rlier S&T-games and all but the latest 
AH-games. My favourites are USN and Blitzkrieg.— PBM: Currently play- 
ing 4 Dippy games and a Battle Plan and Nuclear Destruction game.— 
Subs: Pragmatic Sanction, Diplomacy World, Pin and Sword, Courier, 
Noble Canyon Daily Bugle, Europa. Can't afford S&T, Moves, The Gene-— 
ral etc.— Other games: Chess, Bridge, Go (?).- Info: Will gladly 
meet with interested players passing through Geneva, write first. 


PINK, Dave: 6 Clayton Ave, Didsbury, Manchester M20 OBN, England,.— 
16, Student, studying for 'A' levels in Physics, Maths, and Chemistry. 
Single.— Hobbies: Simulation and Table Top wargaming, Diplomacy, SF, 
long-distance walking, reading, history, politics.— PBM: At present 
playing many Diplomacy and its: variant games. Also Postal Risk and 
Postal Sleuth.— Interested in playing postal Decline & Fall, or other 
Suitable multiplayer. CoSim-games.— Games: Nato, PAA, USN.- Remagen 
Bridge.- Dip, a lot of the variants; 4000 AD, Risk.-— Chess, etc.-— 
Zines: Europa; a dozen Dippy—zines: Games & Puzzles.— Info: Co~-Editor 
of Diplomacy and wargaming zine "Hannibal"; editor of Dip-—zine "Pan-— 
dora". Custodian of the UK-~Variant Bank, casa se 


PARSONS, Kenneth James: 1419 W Sixth St, Racine, Wise 53403, USA.— 
233 single, but madly in love; free-lance cartoprapher; Graduate stu- 
dent of Geography.~ Hobbies: game designing (last accomplishment: 
"Wacht am Rhein"), PBM-gaming, tennis, and living an easy life. Ga- 
ming experience: approx 10 years.~ PBM: only. PzBl (knowledgeable, i, 
e. unbeaten in 12 bouts), R-War (expert), AK (novice — ask Rian van 
Meeteren). Challenges always welcome.~ Zines: S&T, The General, Con— 
flict, Panzerfaust, Battleground, Europa.— Anyone willing to talk 
"turkey" is most welcome always. 


MANFREDI, Giovanni: Via Colli della Farnesina 124, I-00194 Roma, Ita— 
ly.— Italian, 27, single. Diplomat in the Italian Foreign Office, A.B. 
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Univ of Pennsylvania, and Laurea, Univ of Rome.— Games: S&T-mag games 
from CC to ACW, plus Gren, Kor, Pha, RSWS, Strat I, Sin.- Bism, Bulge, 
BlKr, Wat, Ster.— Diplomacy.— I speak, other than Italian, French and 
English and a little German.— I started playing wargames, when I was 
14. My hobby is Military History. I also like movies and thrillers,-— 
Zines: S&T, Proceedings (US Naval Institute).- If anybody in Rome 
plays CoSim-games, please contact me. I'm getting fed up with soli- 
taire (having got all my Roman addresses, he should have found some 
partners now ~— at least, I didn't hear of him again since). 


MacCORMAIC, Jim: 195 Elm Mount Avenue, Dublin 9, Ireland.— 1944, Ar-— 
chitect, single.— English, Irish, German.— Games: played: classic 
and recent AH issues, some SPI games; owned: AK, BlKr, Luftw, PzBl, 
Origins.- Decline & Fall, Quebee 1759.— Subs: Battleground, Europa.- 
NGC member.— PBM: Diplomacy.— Info: Inclined to get involved in too 
much at the one time, so that sensible play in any one game is yet 
to develop. 


AiM, Torbjorn: Tranholmsvagen 3, S—170 10 Ekerd, Sweden.— Swede, 
1939, Computer programmer.— Swedish, English, little German.- Games; 
only SPI so far; Eak, Norm, PAA, OpOly, Sin StrI, WW2.- Zines: S&T, 
Moves, Europa.- Interested in PBM.- Wrote recently an article in the 
Swedish military zine "Soldat och Teknik" about CoSim-—gaming. 


MENZEL, Martins: Neue Mainzer Strasse 43, D-6500 Mainz—Hechtsheim, 
Bundesrepublik Deutschland.- German, 17, Student (Gymnasium).-— Ger- 
man, English, French, a little Spanish.~ Hobbies: Languages, Reading, 
Records, good Eating, International Relations, Cabaret.- No PBM in 
the moment.~ Games owned: RiMus, Alamo.— Mah—Jongg.— Has passed N73]. 
'74 at school in USA, where he was one of the founders of a CoSim-— 
club, where he played several SPI, AH, SDC games. 


MARQUES, Antonio: Rua Alm. Barroso 30-1, Lisbon 1, Portugal.— Games: 
ACW, AmRev, Arm, Barb, Bor, CA, CC, Cen, DAGC, DarA, EaR, Fall, FIC, 
Grunt, KpPz, Lee, Lost, M&P, NAW+exp, Op0O1, PAA, Pha, RenI, RSWS, 
Tank, USN, WilC, WiW, WW2, Year.— Scrimmage.— Mid, Pzbl.— Hobbies: 
Chess, Go, Mathematical Games, SF & Fantasy, Futurology, Politics, 
History; all kind of "what-if" historical speculation.— PBM: Would 
like to play "Midway" - in English, French, Portuguese or Spanish. 


BASCHEK, Ingo: Arenfelsstr 12, D-466 Gelsenkirchen—Buer, Bundesrepu- 
blik Deutschland.— German, 18, student (Gymnasium).—- German, English.- 
Hobbies: CoSim-gaming, miniature wargaming, SF, Fantasy, Drawing, 
Photography, Music, Bowling, Swimming and Cinema.— Games: Cen, Dadg, 
Fall, BMos, Grunt, M&P, Pha, Goe, RenI, Sni.- Triplanetary, Alien 
Space.- Is collecting SF and Fantasy games in the moment, tries to 

get most of them.~ Zines: S&T, Airfix, Military Modelling, Tankette, 
Signal, Warg Newsl, Huropa.— Works on a rather complexe PBM—Fantasy- 
game, plans to publish a German Vantasy/SF—zine. 


McKENZIE, W. G. (Bill): 16, Hugo Rd, London N19 OKRU, England.— Bri- 
tish, 25; Chartered Accountant, Company Direetor; Single.— Games; 
Mainly Naval miniatures; Trafalgar, Go, Jutland.- Hobbies: naval mi- 
niatures; secretary of the "Naval Wargames Society", news—editor of 
"Battlefleet". Joint author of several sets of Napoleonic naval war- 
game rules (including those by "Navwar"), and editor of "Ironclad"~ 
rules. I enjoy modelling and have made nearly all "Navwars" Napoleo- 
nic ships and some Pre—dreadnought and Dreadnought models.- Other 
hobbies are camping, naval history, running wargames clubs and Nav- 
war Productions along with some friends.-— Subs: Naval Wargames So- 
ciety UK, Battlefleet. 


ROSS, Dave: C Sqn, 16/5th Lancers, BFPO 33, West Germany. British, 
1954, Single, Army.~ English, a little French.- Games: Diplomacy, 
4000 AD, Dec&Fall, Origins, Dip variants.- Plays also miniatures, 
Chess.— Hobbies: Football, Politics.— NGC member.- Dip-—zines, E, WeN. 
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STORMS, Joris: Prinsesmargrietlaan 4, Berg en Dal, Netherlands.— 
T1955, first year student of English, University of Nijmegen.- Dutch, 
English, can read German.— Games: ACW, Bor, Nato, USN, StrI.— Bulge, 
1914, Waterl.-— Battle of Brit.- Some African Campaign games.- 

Chess, draught, bridge, cards.- Subs: S&T.- Hobbies: Reading, SF, 
Fantasy, Tolkien-admirer, history, politics, some modelling; am in 

a group called "Miniworld", using CoSim ways together with plastic 
models as a’ basis (sorry, no room for more people). Info: like to 
hear more about SF and Fantasy area, am rather hesitant about PBu. 


HOLM, Bo Christer: Finningevagen 53 A, S-15200 Strangnas, Sweden.-- 
1951, Instructor.— Swedish, English, German, Russian, and a littie 
Spanish.- Games: Anz, ACW, Barb, Bast, CA, CC, DAGC, HaR, Fall, Gru, 
KpfPz, Kor, Lost, BMos, Nato, OpOly, PAA, RSWS, Tank, USN, WiW, WW, 
YeaRs Scrimm.—- AK, Fra40, PzBl.—~ DieBP, Hue; Crete.- Miniature Army 
in HO scale, ca 700 AFV's, 3500 soldiers, 150 aircrafts and helicop- 
ters.— Subs: S&T, AFV-News, AFV-G2, Military Modelling. Member of 
The Armoured Fighting Vehicle Association (AFV), The Miniature Armou- 
red Fighting Vehicle Association.-— Hobbies: SF, War History, Milita-— 
ry Equipment, ee 


WASASTJERNA, Frej: Cygnaeuksenk. 8 C 27, SF-00100 Helsinki 10, Fin- 
land.-— Finnish citizen, 1944, nuclear” engineer, married.— Swedish, 
Finnish, English, a little German.— Games: ACW, CA, EaR, Frig, Leip, 
NAW, OpO, Pha, Starf, Tank, USN.- Empire I, IstIndo, PBI.- WWe2.- 
Subs: S&T, Battleflag.- Hobbies: SF.- Info: Inwented an unpublished 
galley warfare game. Plays also miniatures. Although he hasn't play- 
ed or even ordered Diplomacy yet, he might be interested in learning 
it. 

MaclACHLAN, Christopher J M: 18 Warriston Dr, Edinburgh EH3 5LY, UK.- 
Scottish, 27, M.A., Ph D (Eng Lit), unemployed, single.- English, 
French, German, some Italian, all spoken like an Englishman.— Games: 
ACW, Bor, DAGC, Gren, KpPz, NAW, OpOl, WiW, YeaR; Scrim.- Miniatu- 
rest: 7 Yrs! War, Nap, 8th Army.- Club: SE Scotland Wargames Club.- 
Hobbies: Opera, philosophy, wild flowers, wine. 

HEDBERG, Magnus: Fregattwigen a. S-181 37 Lidingd, Sweden.— Swedish, 
20, Beginning to study history in 1975.— Swedish, English, a little 
German.— Games: So far only SPIs.- Subs: S&T, Europa.- Hobbies: Mi- 
litary history. particularly 17th and 18th e, Charles XIT, and the 
Great Norther:. W.r 1700-1721. 


BOERBOOM, Hessel: Meer en Vaart 484, Amsterdam, Netherlands.— Dutch, 


1948, student of psychology, living together with girlfriend.~ Dutch, 
English, German, a little French.-- Games: AK, Bulge, BlKr, DD, Jut, 


KrSp, Luftw, Orig, PzBl, RiW, Steger, U-B, Wat, 1914.- B1KrMod, CA, 
Fall, KpPz, Nato, OpOly, PAA, Sin, Sni, Sold, EaR, NAW.— Subs: S&T, 
Moves, Arms & Weap, Aviations & Marines, Europa.— Hobbies: Psycho- 
analysis, reading, history. 


WILSON, Dennis: 15 Chester Way, Boston, Lincolnshire, England.-— 

Tam married and support a wife, two children and (as visitors will 
testify) the biggest, ugliest and most friendly dog most people have 
met. I am a sometime RAF pilot and an ex Lieutenant in the Parachute 
Regiment having served in Kenya, Cyprus and Aden. I am presently em-— 
ployed as a Surveyor.-— I own most known wargames and welcome any vi- 


Sitors for FIF play, although I'm probably the most inept opponent 
in UK. 


DONALDSON, Richard A: 168 Queensferry Rd, Rosyth, Fife KY11l 2JF, 
Scotland.—- British, 1959, schoolboy.- English, French (not very well) 
Games: ACW, HaR.~ Anzio, Orig, PzBl.- Dec&F, 4000 AD, Triplanetary. 
Diplomacy.— Tank.— Plays also miniatures.— Subs: S&T, Dolchstoss, 
Pendulum, Norns; member of NGC; local minitures wargames club.- 
Hobbies: Chess, Go, skiing, curling. 
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EHLERS, Steve: Drosselweg 23, CH—4500 Solothurn, Switzerland; after 
june 75: 12508 South 30th St, Omaha, Nebraska 68128, USA.~ American 
citizen, Student.- I speak English and German, have been into gaming 
for over five years, mostly board games, but experztence also with 
miniatures. Own and play all sorts of games, my likes and favorites 
depend on my mood or feelings at the time. Favorites: Ster, pis 
Would like to try War in the East. Hobbies: I draw a lot, write occa- 
sionally, build plastic armor (tank) models, read. ‘Am searching for 
a FTF opponent. 


BORJESSON, Mikael: Vaxelmyntsgatan 19. F, S-141 83 Goteborg, Sweden.— 
Swedish citizen, 1957, Student, bachelor.— Swedish, English, German, 
I'm learning Russian.- Games: ACW, Arm, Bor, CA, CC, DAGC, EaR, Fail, 
FlyC, NAW, OpO, PAA, Stril, Tank, WiW, Yeak; Scrim.— Fra40, KrSp.— 
Cluedo, Chess; Checkers, Monopoly etc.- Subs: S&T, Supernova, Buropa. 
Hobbies: Chess, Photography, Electronics, reading, SF, musix and DX- 
fies “intoasl. Pike vets sorts of games, though preferably board—games. 
I've never played Diplomacy, so l don't know anything about that, 


FUREVIK, Leif-Arne: Odvar Solbergsvei 190, Oslo 9, Norway.— Norwegi- 
an, 1947.— Norwegian, English, a little German.- Games: S&T-games 
since CA; plus: Foxbat.— Subs: S&T, Moves, Europa.— 8M: Looks for 
an opponent.— Hobbies: History, Ethology. 


THOMPSON, Wink & Ruths 15 Lineside, Walk, Rhu, Dunbartonshire, Scot— 
land.— Age 26, Technical (or Tactical?) Civil Servant, married, with 
2 cats.- Games: most AH and better SPI games; Diplomacy.~ Subs: S&T, 
Europa; Frigate, Dolchstoss, Grafeti, The Norns, Moe, etc.- BM: in- 
terested in PBM.- Languages: English, learning French.- Hobbies: 
History, Military history. 


HEGER, Ferdinand: Raasdorferstrasse 28-30, A-~2285 Leopoldsdorf, Aust— 
Tia.— Austrian, 1949, Student of economy, single.— Games: A lot of 
adult, logical and strategical games; started to order CoSim—games 
now; Diplomacy.— Zines: S&T, Moves, Conflict, General, Flying Buffa- 
lo, Signal, Europa; Supernova, several Dippy-zines,..- Member of 

NGC, Mensa.- Hobbies: Natural science etc; 'Grenzwissenschatten" 
(didn't find the English translation, sorry).~ Info: Invented a puzz- 
le based on mathematical principies; publisher of "Mensa"—Austria. 
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CAPSULE BIOGRAPHIES: (wlh.) I think, it could be interesting for some 
one of you — for a Statistic—interested reader ~— to figure out which 
of the games and zines seem to be the most popular. Probably the re-— 
sult would be somewhat misleading: E reached much more SPlI-—orientated 
people than AH-players up to now, since SPI kindly helped us to find 
the addresses of European players, and AH didn't... 


But also you might find out that the following sentences of Tom Ole- 
son really might be true: ",... I have found that wargaming attracts 
people who are far above the average in intelligence, and in their 
interests, therefore, I think that anything that helps them locate 
each other, and to cause the hobby to grow, starts out good. Our hob- 
by still does not have any where near the prestige of, say, chess, 
when it should have more, in my opinion." 


This, to give you a better possibility to locate each other - and to 
find a partner who suits you in the best possible manner, as far as 
this might be recognizable by such a short biography, this is the aim 
of these pages. And, together with the articles and letter—quotations 
of a lot of these players you at least will get a better idea about 
those players than by an address only. That's why I published more 
than 50 Capsule Biographies of subscribers (and some non—subscribers 
also) up to now — and that's why I am asking the others again, to 
send their biographies also. (Besides, photos of E-readers: Bob 0! 
Brien in "Sword & Lance" 5, p 25; Sid Sackson in his book "Gamut of 
Games"). 
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NEUROPAN: MAILING LIST 1-100 (contains only readers receiving E by sub- 


Aeterna 


scription or trade; people getting complementary, sample, etc copies 


are 


not included; actually, circulation of this issue will be 150-200). 


ADCOCK, Don: 465 Woodland Hills, Philadelphia, Miss 39350, USA 

ALM, Torbjorn: Tranholmsvagen 3, S-170 10 Ekerd, Sweden 

AMMANN, Harti jr: Engelgasse 1li, CH-4052 Basel, Switzerland 
AUSTIN, Garry: 8 Woodpeckerlane, Storrington, Sussex RH20 4DB, UK 
BARASCH, Howard: SPI, 44 East 23rd St, New York, NY 10010, USA 
BASCHEK, Ingo: Arenfelsstrasse 12, D-466 Gelsenkirchen-Buer, BRD 
BERG, Richard H: 305 East 86th St, New Youk, SNV. 10026) USas = 
BERLOQUIN, Pierre: sue Perronet 11, F-92200 Neuilly/Seine, France 
BOERBOOM, Hessel: Meer en Vaart 484, Amsterdam, Holland 
BORJESSON, Mikael: Vaxelmyntsgatan 19 F, S—414 83 Goteborg, Sweden 
BROMBACHER, Jean-~M: 25 rue des Merles, F-68440 Habsheim, France 
BROOKES, John: Whitegates, Moat Green, Sherbourne/VYarwick,CV35 8AJ 
BUCHANAN, Walter W: RR 3, Lebanon, IN 46052, USA : 
BUCKELL, Graham: 341 Croydon Rd, Wallington, Surrey SM6 7PD, UK 
CARMICHAEL, Michael: Haidhauserstr 60, D-8 Miinchen 80, BRD 
CHARLTON, Peter: 12 Sylvester St, Lancaster, Lanes, UK 

CROCE, tuggero: Via Tasso 91, I-~80121 Napoli, Italy 

DUNNIGAN, James: SPI, 44 East 28rd St, New York, NY 10010, USA 
EHLERS, Steve: Drosselweg 23, CH-4500 Solothurn, Switzerland _ 
EISEN, Sandy: 25 Oakdene Park, London N.3 IEU, UK; and term—time; 
EISEN, Sandy: al3 Harvey Court, Caius College, Cambridge, UK 

FERON, Michel: Grand'Place 7, B-4280 Hannut, Belgium 

FUNFSCHILLING, Hans: Rottmannsbodenstr 43, CH~4102 Binningen, Switz.. 
FUREVIK, Leif—Arne: Odvar Solbergsvei 190, Oslo 9, Norway 

GIBBS, G I: Sagset, 5 Errington, Moretin-in-Marsh, Gloucestersh, UK 
GRAY, Donald: 96 Algernon Rd, Uewisham, London SE 18, UK 

GREENE, Jack jr: 795 Embarcadero del Norte, Isla Vista, CA 93017,US 
GYGAX, Gary E: 330 Center St, Lake Geneva, WI 53147, USA 

HAAS, Walter Luc: Spiegelberg-Str 18, CH-4059 Basel, Switzerld(1.2.) 
postal address: Postfach 229, CH-4018 Basel 18, Switzerland 

HARVEY, Chris: 30 Gorway Rd, Walsall, Staffs, UK 

HASLEHURST, Peter: 8 Sharston Crescent, Knutsford, Chesh WA16 SAP 
HAVEN, Will: Victoria Street 4,,Chorley, Lancs, UK 
HEDBERG, Magnus: Fregattvagen 7°, S-181 37 Lidingd, Sweden | 

HEGER, Ferdinand: Raasdorferstr 28-30, A-2285 Leppoldsdorf,Austria 
HOFMANN, Cy: Birsigstrasse 79, CH-4054 Basel, Switzerland 
HOLGERSSON, Klaes: Allhelgonagatan 5, S-415 13 Géteborg, Sweden 


- HOLM, Christer Bo: Finningevagen 538A, S~15200 Stranenas, Sweden 


HOLT, Andrew D: 44 Milton Close, Rayleigh, Essex, UK 

HOWARD, S K: 494 Pleasant St 1, Gardener, MA 01440, USA 
JANTA~POLCZYNSKI, Martin: Av Montana 32, B-1180 Bruxelles, Belgium 
JEFFERY, Graham: Rusholme Rd 8, London, SW15 8JZ, UK 

JOHANSSON, Bjorn: Mogardsvaégen 33-5 tr, S—14300 Varby, Sweden 
JONSSON, Ake E B: Box 176, S—981 O01 Kiruna, Sweden 

KESO, Ilkka: Russaré, SF-10900 Hanko, Finland 

LEVIN, Graeme: G&P, 19 Broadlands Rd, PO Box 4, London N6 4DF, UK 
LIESNARD, Michel: Ave Achille Milcamps 221, B-1040 Brussels,Belgium 
LINDNER, Christian: Herserudsvagen 62, S-181 35 Lidings, Sweden 
LOHRER, H: Seefeldstrasse 198, CH-8008 Ziirich, Switzerland 

LOOMIS, Rick: Flying Buffalo, PO Box 1467, Scottsdale, AZ 85252,USA 
MacCORMAIC, Jim: 195 Elm Mount Ave, Dublin 9, Ireland 

MacLACHLAN, Christopher: 18 Warriston Dr, Kdinburgh, EH3 5LY,Scotld 
MANFREDI, Enrico: V Vecchia di Barbaricina 20/B, I-56100 Pree it. 
MANSFIELD, John: PO Box 830, CFPO 5056, D+757 Baden-Baden 1, BRD 


. MARQUES, Antonio: Rua Alm. Barroso 80-1, Lisboa 1, Portugal 


McKENZIE, WG: 16 Hugo Rd, London N19 5EU, UK 

MENZEL, Martin: Neue Mainzerstrasse 43, D-6500 Mainz—Hechtsheim, BRD 
MERRIAM, Ray: WWE, Graphics House Ltd, 218 Beech St, Bennington, 
Vermont 05201, USA 
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56. MILITARY MODELLING, PO Box 35, Bridge St, Hemel Hempstead, HP1 1EE 
57. MOOT, John HK: Gi, 500 H arrison Ave, Boston, Mass 02118, USA 
58, MOHAN, Larry: Rue Alfred Cortot 9, CH-1260 Nyon, Switzerland 
59, mORSTEIN-MARX, Bob: St Ilmenerstr 51, D-6909 Walldorf (Baden), BRD 
60. NATHAN, Norman: 3 Brooke Close, Bushey, Herts, UK 
61. NIEHORSTER, Leo: Ludwig Jahn-Strasse 14, D-6053 Obertshausen, BRD 
62. NYE, Craig: 56 Meadow Drive, Lindfield, Sussex, UK 
63. OBERER , Wilhelm Fr: Corelliweg 2, D-7000 Stuttgart 1 (Botnang) ,BRD 
64. O'BRIEN, Bob: WRG, 75 Ardingly Dein Goring—by-Sea, Sussex, UK 
65. OLESON, “Pom: 1200 High Ridge Lane, Santa Barbara, Ca 93103, USA 
66. OVENS, "Allan: Officer's Mess, RAF, Thorney Island, Emsworth, Hants 
67. PALMER, Nicky: Lehwaldsvej 3, 8g, DK-2800 Lyngby, Denmark 
68. PARSONS, Kenneth J: 1418¢ W Sixth St. Racine, Wisconsin 53408, USA 
69. PASCO, Charles: 1726 99th N.E., Bellevue, Washington 98004, USA 
70, PATTERSON, Hartley: 7 Cambridge Rd, Beaconsfield, Bucks HP9 1HW,UK 
71, PHILLIHS, George: 897 Main St 4, Cambridge, Ma 02139, USA 
Te, PIMLEY, Les: 345 Livesey Branch Rd, Blackburn, BB2 4QJ3, UK . 
73. PINK, Dave: Clayton Ave 6, Didsbury, Manchester, M20 OBN, UK 
74, PULSIPHER, Lew: Box 1021, Graduate Center, Duke U, Durham, NC 27706 
75. KOBINETTE, Henry: Am Weissenhof 21, D-~7000 Stuttgart 1 N, BRD, 

‘ ands ILT, HHD, ist Maintenance Batt, Flak Kaserne, D-714 Ludwigsbg 
76, ROLAND, Bava Rue A Brachet 62, Bo 6001 Mare ine lle: Belgium 
77. ROSS, Dave: C Sqn, 16/5th Lancers, B.F.P.0. 33, West Germany 
se RUTLED GE, Marks: on his way to Hovope (lane 
79. SACKSON, Sid: 1287 Arnow Avenue, Bronx, NY 10469, USA 
80. SANDELL, Roger: 183 Cherry Tree “RA, Beaconsfield, Bucks, UK 
81. SAYKE, Clifford L: 1415 Ladd Street, Silver Spring, MD 20902, USA 
82. SHARP, Richard: 27 Elm Close, Amersham, Bucks, UK 
83. SHAW, ‘Christy A: AH, 4517 Harford Rd, Baltimore, Md 21214, USA 
84. STEPPE, Jean-Marie: rue Hubert Heymans 29, B-—1080 Brussels » Belgium 
85. STRAUS , Tan L: Building 203, HKoom 12, New Argonner Kavorne. D-645 

Wolfgang b Hanau, BRD; and: 455-98-0279, B Btry, Ist Bn, 32nd FA, 
APO NY 09165 

86. SUNDSTROM, Tommy: Svinningegrand 9, S—163 61 Spanga, Sweden 
87. SVENSSON, "Sven—Olof: Ryssbyvagen 14, S-380 30 Rockneby, Sweden 
88. SWOkD & LANCE: 38 Coniscliffe Rd, Darien os co Durham, UK 
89. TAMAIO, Maurilio: Via Mac Mahon 45, I-20155 Milano, Italy 
90, THOMPSON, Wink & Ruth: 15 Lineside Walk, Rhu, Dunbartonsh, Scotld. 
91. VAN DEN ARE IND, J K: Coppelstockstraat 7, Viaardingen 3170,Holland 
92. VANDEN BORRE, ‘Joseph: rue du Bonheur 14, B-1070 Brussels, Belgium 
93. VAN MEETEREN, Rian: Obrechtstraat 114, Den Haag, Holland 
94, VERSTREPEN, Robert L: Mikse Baan 129, oe 2130 Brasschaat, Belgium 
95, WALKERDINE, Richard: 15 Crouch Oak Lane, Addlestone, KTL5 2AN, UK 
.96. WASASTJERNA, Frej: Cygnaeuksenk. 8 C OT, SF-00100 Helsinki 10, miestisdls 
97. WATTS, D G: 82 Eastleigh Drive, Milford Haven, Pembs SA73. OLY, UK 
98 6 WILSON, Dennis: 15 Chester Way, Boston, Lincolnshire, UK 
99. ZECH, Heder: Giinthersbtihler Strasse 81, D-85 Niirnberg, BRD 
00, Swedish player who does not want his address published 


dse.3 Austria 1, Belgium 7, Danmark 1, Finland 2, France 2, Germany 12, 
Holland 3, Italy 8, Norway 1, Portugal 1, Sweden ll, Switzerland 7; 
ine land 28, ireland 1, Scotland 2; USA 19. - : 


KARLY WARNING; The following readers should renew their subscription, 
if they would like to get the next issues(in bracket: last number of 
their current subscription) ¢. Austin (6), Berloquin (eS). Charlton (6), 
Croce (6), Feron (6) Fiinfschiliine (6), Harvey (6), Haslehurst (6), 
Holt. (6), Jeffery: Cae Jonsson (6), Keso (6), Levin (5), MacCormaic 
(5), Manfredi, Menzel (6), Morstein-Marx (5) Niehorster, Owens (6), 
nie (6), Harsons Pasco (5), Patterson (8), Pink, Roland (6), San- 
dell (6); Sonne Sppe (6s, Sundstroém (6), Vanden Borre eo te). Verstrepen (5), 
Wasastjerna ( oe - 
PLEASE, RENEW YOUR SUBSCRIPTION EARLY; “THANK YOU! (ef page T etc}. 


